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- Gaming Never Looked So HOT! 
For as little as $3.00 per month, we can put T4 at the pe of E. 
very own starship. Our Play By Mail Games allow you to compete 
against very intelligent aliens from around the world. 


ET + o- Send $14.95 for your FLEET MANEUVERS start-up package - 
' and receive everything you need to begin, or write for free details. 
! | 
: Only from: n E. 
A Fantastic 5: -ulations © 


PO Box 1288- Y, Englewo: >O, 80150 


Save $$$ 
On Your Next Game Purchase 


The Summer 1989 catalog contains over 
5200 games and gaming accessories, 
all at least 10% off retail. 


Armory, Avalon Hill, FASA, GDW, Palladium, 
Ral Partha, RAFM Task Force, TSR, Steve Jackson, 
West End, and Many Many More... 


Send just $2.00 for the latest catalog! 


Mumi Macc 


P O Box 1388 
Englewood, CO 80150 
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Play-By Mail gaming is as the title says, playing games t 
You achieve this by filling out à turn sheet for a pame a 
to its respective company. The company wall then process 
the other players turns that are in your game and send Users > 
so that you can make your next move. 


PBM Games vary in the size of the 
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WHERE WE'RE HEADING 


We are already working into the 90's and 
wondering what new innovations will be brought 
tous this year in the world of PBM. Last year it 
seemed as though many of the moderators went 
into laser print tum sheets. Will more follow? Or 
will there be something else to put a little shine into 
PBM. 

No matter what new innovations come up, I 
think the main thing that many successful 
moderators come up with is service. The newest 
fads in computer technology will not help a game 
unless itis backed with quality service. This doesn't 
prevent the lost tum in the mail situations, but with 
many companies, they give you several alternatives 
in sending in your game turns. 

Needless to say, I am anxious to see the new 
games ready to come out this year. The long 
awaited Legends by Midnight Games has finally 
completed playtest. I have received the rule packet 
to Legends and it is impressive (4 books!). 
Hopefully we will have some reviews on Legends 
later this year. 

Gary Smith of Andon Games has been quiet 
about some of his new designs. There may bea 
blitz of new games from him in the coming year. 
Hopefully he will have more information for me 
in the next issue. 

Several other new companies have also hit the 
market. They are too numerous to list, but several 
have begun advertising in Paper Mayhem. Also, 
the Canadians have started to make a larger 
presence. I just hope the Canadian Postal Service 
doesn't act up and hurt many of them as it has in 
the past. 

Well, I have finally finished tallying the 5th An- 
nual Paper Mayhem awards. The top games, com- 
panies, and moderators are listed in various tables 
in this editorial. This is just the popularity con- 
lest that we run yearly to see which games, com- 
panies, and moderators that our readers like the 
best. We appreciate those of you who took time 
to send in your ballot. The top games, companies 
and moderators also appreciate this. 

Our hats off to Rolling Thunder Games for hav- 
ing the best game, Supernova II for the second year 
ina row. Flying Buffalo for having the best PBM 


BEST PBM COMPANY OF 1989 


1, Flying Buffalo Inc. 

2. Andon Games 

3. Rolling Thunder Games 
4. Grandel Inc. 

5, Graaf Simulations 


6, Advanced Gaming Enterprises 
Game Systems Inc. 
Reality Simulations Inc, 

9. Fantastic Simulations 

10, Orpheus Publishing Corp 


1, Supernova II 

2. Alamaze 
Kings & Things* 

4. CTF 2187 

5. Galactic Prisoners 
Hyborian War 

7. Starweb 

8. Continental Rails 
Duelmaster 
Fleet Maneuvers 

Orion Nebula 


company (they are hard to unseat). And Ed 
Grandel of Grandel Inc and Gary Smith of Andon 
Games for being the best PBM moderators. 

We are still continuing with our ratings systems, 
which is different than our awards. There may be 
some changes coming out later in the year with the 
ratings. At the moment my lack of time is preven- 
ting me from doing some of the changes. We en- 
courage you to keep your ratings updated and send 
in any new rating when you wish. If you need 


BEST PBM GAME OF 1989 


Rolling Thunder Gaz 


Pegasus Producrio —— 


Andon Gar" 
Advanced Gaming Enterprises ` 
Grande] Ine 
Reality Simulations La 
Flying Buffalo Isc | 
Graaf Simulatic- i 
Reality Simulations fax 
Fantastic Simulatio=s + 
Orpheus Publishing Corp i 


another rating sheet, send a SASE to request a mew 
one. 

For those of you that haven’t received a quic 
response from me, I apologize. Time seems to be 
a premium anymore and many times my co 
respondence is neglected. If you include your 
phone number in your letter, many times lJ cz-- 
to answer your questions. 

David C. Webber 
Editor 


BEST GM OF 1989 


1. Ed Grandel 
Gary Smith 

3. Rick Loomis 

4. Debbie Wilcoxson 
Jim Townsend 

6. Mike Mayeau 

7. John McGee 
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games at Gen Con. 


Grandel Inc. 

Andon Games 

Flying Buffalo Inc. 

Advanced Gaming Enterprises 
Emprise Gaming Systems 
Battle-Magic Gaming 

Orpheus Publishing Cop 


Gary Smith of Andon Games displaying his 


DISCOVER THE EXCITEMENT OF 


ALAMAZE! 


You will know why ALAMAZE was voted Best Play By Mail 
Game by the readers of Paper Mayhem Magazine and was 
awarded the Origins '88 Award for Best Play By Mail Game 
(an achievement awarded by game designers). 


THERE IS NOTHING ELSE LIKE IT! 


ALAMAZE features bristling action between fifteen unique and 
rival kingdoms on an excitingly detailed high fantasy world 
filled with awesome wizards, powerful heroes, cunning thieves, 
diabolical rulers, and much more. 


WHAT DO THE CRITICS SAY? 


Dragon Magazine, #131: ''Alamaze is a treat. o Paper Mayhem Magazine, #28: ‘‘Among the 
Speaking as a game designer, it’s one of the many innovations in Alamaze is the truly fantas- 
finest designs I’ve seen. | like it and recom- tic magic system, unequaled anywhere in PBM. 
mend it to experienced gamers.” Not only does the magic system fit in with the 


e White Wolf Magazine, #11: ‘‘Alamaze is entire game system hand-in-hand, it also shows 
possibly the finest play by mail game in exist- the depth and massive amounts of designing 
ence. It is certainly the most innovative design and programming time spent lavishly in this 
since the first PBM game emerged... It should game: 
be tried by anyone who considers himself a e Flagship Magazine, #11: “Alamaze is one of 
real gamer.” the finest PBM games on the market today. 

e Paper Mayhem Magazine, #19: “Alamaze has It is fast paced and exciting. It is full of all 
all the strategy, intrigue, fear and paranoia that the action, intrigue and role-playing any 
makes a great game. It’s a great value.” player could ask for.” 


PEGASUS PRODUCTIONS 
Dept. M + P.O. Box 70636 e Fort Lauderdale, FL 33307 


Write to us now to begin your ALAMAZE experience. Complete set-up including our giant five-cvic 


map, two rule books and two free turns is only $15.00. Turns thereafter are $6.00 biweekly. Ru! ux 
alone are $5.00. Free brochure. à p^ 


Dear David, 

Having played VENOM and enjoyed it, I wish to res- 
pond to Ms. Lloyd and Mr. Rempel . 

VENOM, as explained in the rules, is not a team 
game. Where they got that notion, I do not know, unless 
itis a misundertanding of the FRIEND block on the tum 
sheet. Its purpose is to permit an ally to go through 
friendly territory without being stopped by the other 
player's forces. Otherwise, it’s every Demigod for 
himself, as the goal of the game is the elimination of the 
other players. 

As to the purpose ofa player's Divisions having a duel 
to the death when they meet, this is one of two ways to 
create a creature in the Ninth Dimension. Also, accor- 

ding to the rules, it isa way Angels test the strength of 
their troops, similar to Realworld armed forces par- 
ticipating in training exercises, though, granted, no Real 
troops are intentionally killed. 
Which brings me to Intelligence in the field. In a story 

I wrote for Whisper of the Wood (GST's game newslet- 

ter), I theorized that there is a tenuous telepathic link bet- 

ween a Demigod and his Angel commanders. This would 
explain why Border Guards are unable to report the 
presence of enemy forces in their square, as the Guards 
are made up of Ghosts and Mortals only. But, if you want 
to relate to the real world, I site the following examples. 
Incidentally, I was a Data Processing Technician in the 
Navy and worked in the ship's Intelligence Center. 
During wargames conducted in the Atlantic, the carrier 
USS Forrestal and several other ships played the Blue 
team and another carrier and auxiliaries played the Red 
team. Toward the end of the exercise, all the ships in the 
Red team turned on every piece of electronic gear they 
had, thereby masking the position of the Red carrier. Im- 
agine the consternation onboard the Soviet AGI (spy boat) 
that was monitoring the American forces when she 
detected not two, but three carrier-type signals. 

Another time, the USS America left its Mediterranean 
port with all but the most essential electronic gear shut 
off. For three days, the Soviets were unable to locate her. 
And we're talking about a ship nearly a quarter of a mile 
long. 

While a lost Division is an inconvenience, (it cannot 
attack or respond to any encounters with NPC’s, only 
move) simple record keeping and a good initial set-up 
can aid in the speedy location ofit. I suggest you first 
select Vision I and II as Ring Spells on the initial set-up 
and keep track of encounters with other player Divisions 
and Border Guards. Move only one square ata time till 
the terrain changes. As you move, eliminate rows and 
columns by moving in one particular direction and using 
the LOST block on the turn sheet. 

Most of Lloyd-Rempel's complaints seemed a result 
of a poor understanding of the rules and goals of 
VENOM. (Okay, I'll admit the Rulebook rehash was sort 
of unfair.) What I'd like to know is what sort of PBM 
background they have and what sort of games they like. 

I've enjoyed playing VENOM and look forward to 
Playing it again. (Alas, my Demigod was killed before 
Final Combat.) Like any game, there are some people 
who'll not be interested in VENOM bi hd 

; ut yes, Vickie- 

Steve, Strange as it may seem there are hundreds who 
enjoy the game, and 1 do recommend it. Also, GSI was 
responsive to the few questions I had to the game, but 
I simply tried to live by the rules. 

Sincerely, 

GT Verner 
Pensacola, FL 
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LETTERS 


Dear David: 

Lam writing in support of the recent letter from 
Richard Belanger that asked why Paper Mayhem has zip- 
po on Hyborian Wars and about RSI. 

I'm new to play-by-mail so possibly I am not well in- 
formed in concern to the field as a whole. I started with 
Hyborian Wars about a year ago and quite by accident 
got Khauran. After I had been playing that position for 
about six months I ordered your back issue on HW and 
was surprised to discover that one of the reviewers had 
also started with Khauran. Khauran’s arch enemy is 
Turan which is a large kingdom (Khauran is medium) 
and the reviewer states: “there is no way a medium 
kingdom can stand up to a large one. If it tries it just 
makes the pain worse.” Well, I'm about to march into 
Aghraphur (the capitol of Turan) in the game I am play- 
ing, so much for that theory. 

Ido not mention this just to brag (that is fun to do also), 
but to wonder why I as a completely new player could 
figure out a strategy that works and an experienced 
reviewer could not. Even more importantly that review 
back in July 1988 seems to be the last words on Hyborian 
War. It appears to be saying that HW is a bad game so 
we are dropping coverage on it. 

Iam now in three games of Hyborian War, so obvious- 
ly Lenjoy it. I tried Alamaze through Pegasus Productions 
and I found the rule book so difficult to understand and 
there were so many errors in the kingdom reports that 
I dropped it. Alamaze seemed like a good game and 
several of my friends through HW speak well of it, but 


I never caught on to it and my letters to Pegasus #22 
questions were never answered. This is in contas p KS 
which I can call their customer lines and the Many kee 
I have received from Barbara answering MY queste 

So how about a discussion with Barbara about the e- 
rors in the program and what RS] is doing about ij. Hæ 
about a strategy discussion about the change of ratis 
being printed every turn which now makes ys 
vulnerable if you are a leader in the game becas 
everyone knows it and come after you. How about etc 
ning to a Hyborian Chronicles series. How about it 
Sincerely, 

Rick Cote 
Vashon Island, Wa. 
Dear Rick, 

Paper Mayhem has covered Hyborian War in te 
past. It is hard to have something about it in every 
issue, though, especially with around 170 PBM 
companies out there all wanting to have some 
coverage. I always welcome submissions on games 
from players. If you wish to write about Hyborias 
War or have a friend that might want to, feel free 
to do so. DW 

To Answer Richard Belanger's question from 
Issue #39 - Gameline and Activity Comer are sec- 
tions of the magazine that PBM companies sub- 
mit to Paper Mayhem. For RSI to have something 

in these sections, they must submit somethingto 


us. DW 


to earn the Golden Spike. 


their instructions for next turn. 
Costs: Rules $3.00 


Costs: Rules $2.50 


Costs: Rules $2.50 


Costs: Rules $1.50 


CONTINENTAL RAILS 


Now YOU can become one of the famous (or infamous) railroad robber barons of the 
1800's. YOU can be the tycoon to drive Vanderbilt bankrupt or the first railroad president 


Continental Rails is a fully computer-moderated play-by-mail game simulating the growth 
of the American railroads between 1840 and 1890. Fifteen player tycoons compete 
for the glory of wealth or prestige by stock speculations and manipulations, and by 
building and running the most famous railroads in the U.S. Each turn, players receive 
acustomized computer report of game activity and a customized turnsheet to submit 


Game Entry: $72.00 (Rules, set-up, 3 free turns.) 


SPIRAL ARM 
Spiral Arm is a play-by-mail game of strategic galactic conquest featuring a map of 
over 650 stars, up to 50 players per game, 4 modes of ship movement, economics, 
technology development, customized turnsheets, and much more. 


Game Entry: $15.00 (Set-up, 3 free turns) 


FEUDAL LORDS II 
A revised and enhanced version of Feudal Lords, our first and most popular game 
of medieval power politics set in Arthurian England. Fifteen players compete to become 
King through economic development, military conquest, and diplomacy. 


Game Entry: $70.00 (Rules, set-up, 3 free turns) 


KINGDOM 
A fast and fun open-ended fantasy power game of empire building. Features an endless 
map with 29 different types of terrain. Recruit 84 types of creatures into armies led 
by Kings, princes, heroes, wizards, clerics, generals and admirals. Magic spells and 
special attributes can be acquired. Custom printed turnsheet for simple play. Immediate 
game entry. No due dates; submit turns whenever you want. 


For further information about these games, contact: 
GRAAF SIMULATIONS + 27530 Harper, St. Clair Shores, MI 48081-1924 
Quality PBM Games Since 1982 


Turn Fees: $4.00/turn 


Turn Fees: $5.00/turn 


Turn Fees: $3.50/turn 


Variable Turn Fees: $2.25 to $4.25 


ON INEQUALITY 


This is in answer to Jim Eckert and the TN TEN 
both of whom seem to be pleading for an EQUAL 
game. WEII let's start at the beginning; you could 
have been born in the desert of Eheopia or in the 
Kennedy complex in upper Mass. You weren't, you 
happened somewhere else. Obviously not equal 
in any way. The Universe isn't fair and definite- 
ly not equal. 

I began PBM gaming before most of you were 
born. I played PBM chess in the 1930's when it was 
the only game around. Now THERE is an equal 
game; both players start with identical material, 
and with the exception of the opposition of Queens 
and Kings, equal position. There is no advantage 
on the board. BUT - look at the perponderance of 
wins by white, just because of the first move. 1 have 
played many games of GO against the street papa 
sans in Naha and Yokusuka. They risk 50 yen to 

your 50 - if they get first move, you must risk 100 
if you want first move. It is a form of play balance. 

I have been a playtester (and am now testing 
some of Jim’s new efforts) in many games, most 
of which never lasted, but some like WEAPON 
and WARP FORCE EMPIRE have made it. As a 


PBM FORUM 


tester I was much more interested in play balance 
than I was in equality. While neither of the 
aforementioned games offered much in variety I 
hoped for a lot. Lets look at the oldie but still very 
much in the forefront - STARWEB. Here is a game 
with plenty of variety, some equality in the home 
worlds, but map position and the randomness of 
adjoining worlds is always at work. Yet look at this 
games staying power. Rick, in his wisdom, has 
tinkered with the scoring and some of the abilities 
of each type over the years. He wasn't striving for 
equality, he was striving for PLAY BALANCE. 

I believe most gamers are like me, they want lots 
of variety. That's as it should be, they are a varied 
lot and have varied talents. Some may be adroit 
diplomats, others good at strategy and tactics, and 
still others can walk that narrow line in economics 
to invest enough for future growth and still retain 
enough for offense/defense in the present. But, in 
addition, what they want is the BALANCE that 
allows them to use their special talents for a win. 
To win STARWEB as a Berserker takes a much 
different skill than to win as a Collector. One of 
the reasons I played that game for so long was just 
the chance to use different skills. The game did 
not bore me after the second time through. 


Rules, set-up, and 


779, 
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P.O. BOX 1547 


THE LAND OF KARRUS 


Three unique races-- 
the primittve, magic-using Karrutians, 
the high-tech, bionic Heqi, 
and the disembodied, enslaving Utrians-- 
vie for control of the planet Karrus 

while searching for the 
Treasures of the mysterious Old Ones. 


Complex economic, movement, and combat systems 
are Featured in thts open-ended, 
computer-moderated, play-by-mail Fantasy game. 


If game designers would just look around. Some 
of the most popular games are open ended fantasy, 
especially those where players can dream up 
characteristics for their position that no one else 
has. Talk about inequality!! 

Gamers choose games they enjoy. If I were to 
become a game designer I would certainly look 
at those who were making it in the open market. 
I don’t know all the games on the top of the list, 
but of those I do, none have EQUALITY as one 
of their selling features. 


Unfortunately, PLAY BALANCE may be much 
harder to accomplish than EQUALITY. But there 
is no law that says you can’t continually change the 
game, as Rick has STARWEB, till it is balanced. 

If designers want explicit details about play 
balance, I will be more than happy to correspond 
with them and explain their desires in depth. My 
many years of playing and testing may be of great 
help to them. 


C.A. “Red” Beam 
Salt Lake City, UT 


first two turns cost $10.00. 


Subsequent turns are $4.00. 
To play, or for more information, contact: 


aA 


Paper 
Tigers 


GLENDORA, CA Simo 


SUPREMACY, THE PBM GAME - A REVIEW 


Supremacy is a modern-day, global economic 
and military, closed-end, 16-player, completely 
computer-run, PBM game. 

Whew! That's a mouthful. You want more 
details, Oh, OK. 

Itis run by Andon games and is a Gary E. Smith 
adaptation of the board game with the same name. 
Itis run on a H or 21 day turnaround. The rules 

are free, setups are $4 and turns (after 11/89) are 
$5. Ituses those really nice, custom-printed, fill- 
in-the-blanks, for only your available options, 
tumsheets. 

The game itself? Oh, OK. Daddy always said 
to read the possible answers first, so let's see what 
it takes to win this game. 

The game will automatically end somewhere 
between turn 20 and 40 depending on the average 
of desired ending turns chosen by the players on 
turn 1. If before that you manage to somehow get 
rid of all the other players by one means or 
another...you win. If no one manages that and the 

game ends, then there is a series of VP's based on 
economic worth, how little you participated in nuk- 
ing the world and the amount of territory you end 
up owning. First, second and third are declared 
on this VP basis along with appropriate prizes of 
cheaper turns in another game and/or T-shirts. 
There is a unique twist to this. You can be a bet- 
ter or worse winner! If you win without nuking or 
being nukied, you win as a 5-star general and get 
better prizes. If you win having nuked 15 times or 
more, you win as only a 1-Star general and your 
prize is congratulations (BOOs) of the surviving 
„populace. 

I don't know about you but T'll take my wins any 
way I can, so let's see what you have to work with 
in furthering your lofty objective of destroying the 
other players without doing the same to the Earth. 

First is the Earth itself. The map has 138 Land 
Zones, 65 Shallow Water Zones (ports if you will) 
and 18 Deep Water Zones. So we're talking about 
pretty big areas as the map covers the entire globe. 
Put 16 player positions of 3 Land Zones each down 
on that map and you will see that it is just a tad 

crowded. 
Second is that which makes the world go 
round... MONEY, The amounts are big, being 
measured in terms of millions, but the supply is 
rather limited. A player soon finds that money is 
his main constraint. If you have money you, of 
course, have a bank. The bank in Supremacy is 
very friendly (aren't they all?). It will make loans 
on request with no collateral. BUT, beware! It 
charges interest rates which grow as the loan does 
and if ever its accountants find that your loan is 
too big, it will determine that you are no longer 
a good risk and kick you out of the game. This is 
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By Hagar 


the first way to lose...being bankrupt. 

Next are the companies. Scattered around the 
Earth are companies which can produce one of the 
3 resources...Oil, Grain, or Minerals. Your 3 home 
territories have a bunch of companies and more 
can be found in neutral areas by prospecting. 
Where they are found and how to get them 
operating is a difficult story. The resources are used 
for various things...building military units, paying 
for movement, trading, selling or buying on the 
open market, etc...lots of uses for resources. 

Then we have the military units. They come in 
two types, conventional and strategic. Conventional 
forces are armies and navies. Each country's units 
have the same capabilities. These units do their 
normal thing. They move around and attack or de- 
fend...and use up a lot of money and resources in 
the process. Strategic forces are offensive or defen- 
sive. Nukes and Neutron bombs destroy, L-stars 
and K-sats defend. L-stars and K-sats can attack 
each other and L-stars give extra spy reports and 
bonuses in conventional attacks. 

And what would a game be without a combat 
system? Supremacy's combat system is a damage 
based one. Each side gets Damage Points for 
various factors, each Damage Point does a random 
amount of damage (1 to 2), the damage is added 
and the other side loses that number of units. Lose 
all of your units and you lose the battle. The 
Damage Point factors include points for attack- 
ing, defending, being in a home territory, resisting, 
having the most units, most L-stars, etc. Out- 
numbering the enemy 2 to 1 doubles the Damage 
Points and 3-to-1 triples them. In a nutshell, combat 
consists of withstanding damage until the foe is 
gone. A bit different. Let’s just ignore all the rest 
of it for now...like Airborne attacks, Amphibious 
attacks, retreats and resists, spoils of war, occu- 
pying, and the most important of all....the cost of 
resources for all this. 

And combat is the second way to lose the 
game...have all your Home Territories taken by 
another player and its all over for you. 

What else is in the game? Well, there’s the 
market for resources, supply center and stockpiles, 
spaceports to launch satellites, silos for the missiles, 
tribute, blockades, spies, nuclear winters, annex- 
ation...and more. 

Now I suppose that you want greater detail and 
more on how all this stuff interacts? NOPE! Andon 
features FREE rules...so send for them if you want 
to know more. I want to talk about how the game 
plays. OK? OK. 

Each starting position has different strategic con- 
siderations because of its map position, but has 
basically the same money and resources as the 
other player. Economics are at least as important 


as military exploits. Strategic forces can't be be = 
until you research the capability, which you czz* 
start doing until the fifth turn. So, the early pare 
is one of expanding and trying to save enough t 
be viable the second stage, all the while withstzz- 
ding similar attempts by neighbors. I suspecti 
in most games a couple or more players wil] be 
knocked out within the first 5 turns because tha 
don't pay attention to defensive details, í 

The second stage (say turn 5 to 10) will bea race 
to get strategic capability and superiority (sound 
familiar?). This will be done in an environmezt 
of very limited resources and sniping at weaker 
players holdings. The base rule will be that the 
easiest resources to obtain belong to other players. 
There will be great pressure to borrow money ta 
keep up with the Joneses. In the initial playtests 
this stage started most of the players on the road 
to bankruptcy. More players will find themselves 
gone after this stage...to either conventional at- 
tacks or the early nuke developers. 

Next stage will see the demise of those who sur- 
vived the 2nd stage, but in such poor condition that 
they have no chance to win. What they do with 
their dying gasps will have alot to do with who 
is the eventual victor. The banker will also take 
his toll here as he tries to recoup his bad loans, 

And the last stage? Why the survivors have a bat- 
tle royal!! And those who fell by the wayside will 
probably start a new game vowing to have leamed 
by their mistakes. 

So where does diplomacy fit into all of this? The 
game has limited information. You get some, but 
not all reports, as to who did what and where. Also 
you can get some spy information. Thus, the PBM 
information center type player has value. At the 


same time, you really don't need to keep up with 
what's going on all over the place. .just where you 
are concentrating. I think that what we are going 
to see is that all types of Dippy will be used. We 
will have those that contact all the rest and try to 
get complete information and do extensive Dip- 
py. We will have those who find a couple of players 
to work with and do so. And we will find a few 
loners who will do none and play within that han- 
dicap which may not be a fatal one in this game. 

A player will find out that every turn brings its 
own excitement. It is well balanced between 
strategic decisions and tactical maneuvers. One 
will not win without having made good strategic 
decisions and there is plenty of room for tactial 
brilliance to decide the day. I think it is more an 
economic game...others will play it militarily, but 
you will have to do well at both to win. 

Anticipation is high. Every turn you are trying 
to do something to someone, or they are trying to 
do it to you. The rulebook is of superb quality. You 
will have questions, but you will later find that they 
are answered in the rulebook. The service, as 
anyone who deals with Andon knows, is as good 
as it comes, and getting better as Gary Smith in- 
vents all sorts of little helps that make things run 
smoother. 

Now I suppose you want some hints? You ask 
where the “secrets” to the game are? You want 
loopholes? Nope. I will leave that to the students 


of the game who come after me (besides I don’t 
know any loopholes that the playtests didn’t close.) 

Well OK some advise. 

Use conditional orders. Put down builds, attacks 
on yourself, blockades etc., that you don't think 
will be needed, but might if things go against you. 
For example, you might think you will take that 
neutral and build in it for the next turn's attack, but 
just in case, put another build order in another 
back-up place. Or write an attack on yourself at 
a late rank, someone may have taken that place in 
the meantime and you end up counterattacking. 

Also, watch for attacks by sea, ship movement 
is the cheapest way to go (and attack). Several 
beginning countries have excellent ways to attack 
other countries via the waters. 

It is wise to realize that actions by other players 
can cost you resources. This, of course, always hap- 
pens early in the turn sequence and means they are 
not available for that critical later action...unless 
you plan well. 

Overall, I expect Supremacy to be around a long 
time. Because of the many ways to play and the 
variety of starting position possibilities, it has great 
replay value. Now’s the time to get in on the ground 
floor and become an expert on the new game of 
the future. 

In case you didn't realize it, [highly recommend 
Supremacy and expect to find great enjoyment in 
it for a long time to come. So write for those rules 
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1 In Kings and Wizards & Dragons.. 


1 . & Things you play the role of a 
minor noble in the broken kingdom of Kadab. And, like all minor nobles, what you want to be most is a 


and lets get it on! 
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' i major noble, and then KING!!! To fulfill your divine destiny, oh soon-to-be-king, you must ex- 
na plore the wondrous land of Kadab, increase your income, muster rag-tag armies of motley creatures who 


i are willing to join your cause, recruit powerful heroes to lead them, and build towers, keeps, castles and 


finally, a citadel to establish your base of power. Sounds easy, doesn't it? Only time will tell. 
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Revamping a Classic! 
The Redesign of BSE 


by Mike Popolizio, Liz LeBlanc, and Marti Popolizio 


Itis not easy to start redesigning a game like Beyond the Stellar Empire (BSE). Everybody has an opinion. One person wants us to leave it alone and 
not mess with something that works. Another lobbies that the existing game be scrapped and an entirely new space opera be developed. This article will 
walk you step-by-step through the redesign process with us. Hopefully it will show you where we came from and where we are headed with BSE far into 


the future. (This article is written by the Gamemasters of Adventures By Mail.—Ed) 


Why Change Things at All? 


To answer this question we must go back to 1980. 
This is the year that work began on the design of 
BSE. It may be hard to believe but there were only 
two commercial PBM companies of any size. In 
fact there weren't even many small companies. 
How many of you remember Pellic Quest, Splinter 
Group, or Lords of Valatia? The most popular 
games then were Starweb & Tribes of Crane. A 
need existed for an SF space opera PBM game. 
This is when BSE was born. 

In 1980 if you wanted to own a reasonably priced 
computer you were left with two choices: Apple 
II or TRS-80 Model I. There were a few other 
models but these were the workhorses. The 
memory capacity of each was a whopping 48K and 
nobody even heard of attaching a hard disk drive 
to one of these “baby computers.” 

Thus when BSE was designed it was with these 
computer limitations in mind. There was no op- 
portunity for a large, shared, database. The 100K 
floppy disks were very limiting. We began BSE 
with three TRS-80's stuffed with 48K memory and 

4 floppy drives each. When we needed to move 
files between machines we did just that - picked 
up the disk and walked it over to the next computer. 

Fortunately BSE became popular and within a 
*couple of years we had the funds to upgrade this 

system. BSE was reprogrammed to operate on 
eight TRS-80's networked to a 20 megabyte hard 
drive. The cost of the hard disk drive alone was 
$9000. That’s hard for a modern day computer 
owner to understand as the current price tag for 
such a device can be as low as $200. 

You can quickly see that although BSE was pro- 
grammed using advanced techniques to save 
memory and storage, it was still severly limited 
by the hardware. In 1989 with our other PBM 
games taking advantage of the new computer power 
available it was necessary for BSE to either catch- 
up or be buried in a low-technology graveyard. 


The Upgrade Path 


Once we decided to upgrade the game there were 
two schools of thought on how to accomplish it. 
One idea was to create a brand new space opera 
role-playing game using our experience of the last 
9 years. This was a very appealing thought. 

However we kept coming back to the fact that BSE 
was still a very popular game even though it was 
outdated. It also had a history which no other game 
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could match. When you played BSE you could look 
back and not just review the game’s history as 
created by the moderator, but you could visualize 
the last 9 years of player interaction with the 
universe. As custodian of this legacy we felt this 
was too important to lose. 

Therefore our goal in the redesign project was 
to retain the same overall structure of the game and 
to maintain the same “feel of play” as the original 
BSE. We isolated several areas of interest: 

1. Players must be able to continue their play in 
the new BSE with a minimum of disruption. So, 
we kept the same types of player positions, the 
same playing area and planets, the same types of 
actions. We had to remove some elements of the 
current game but whenever this was done we en- 
sured that existing players would be compensated. 

2. Certain cumbersome areas of the game must 
be simplified or computerized so that the amount 
of work a player had to put into the game would 
be reduced. We felt that the average BSE player 
wants a substantial amount of detail but not to the 
extent where it becomes a burden and takes away 
from the fun. 

3. We wanted to make the game less expensive 
to play but we had to balance this desire with the 
real world cost of $20,000.00 of new computer 
equipment. Fortunately the new computer system 
enabled us to speed-up turn processing to a point 
that made this feasible. 

4, Special actions are the hallmark of BSE. They 
are the reason someone would play a game like 
BSE over any computer moderated space game. 
We sought to allow a player increased room for 
special actions. Special actions most drastically 
increase tum processing time and therefore are the 
most costly part of a turn to process. Allowing too 
many special actions increases the turn fee for 
everyone and allowing too few reduces the player’s 
enjoyment of the game . Under the old system we 
allowed one-third of the turn sheet for special ac- 
tions but required that the player leave half of it 
empty for the GM to write a reply. Although we 
reduced the overall size of the special action area 
on the new turn sheet, the player now can fill it en- 
tirely. In this manner we conserved space on the 
turn sheet while still allowing greater space for 
role-playing. The GM now replies to special ac- 
tions by typing results directly into the computer 
so they will appear on the results printout at the 
point in the turn when they took place. 

5. The old BSE used the computer to maintain 


a database of the ships, colonies, and ground par- 
ties in the game. It also managed the blurbs and 
handled the weekly adjustments. Most of the 
tedious record keeping was still done manually by 
the GM. By computerizing all the basic elements 
of the game we were able to remove most causes 
of errors. 

6. Improve the graphic quality of the game. A 
new rulebook was the first step. Quality artwork 
was commissioned. Brand new system and planet 
maps were created, taking over three months to 
finish. Again, we sought to improve without chang- 
ing things too drastically. We restructured the 
system maps to minimize errors, inverting map 
coordinates, but left them pretty much the same. 
Photocopied sector maps were scrapped and new 
versions were created to be printed by the com- 
puter directly on a player’s results printout. 

7. Maximize the information available to col- 
ony governors. Under the old system, colonies 
were one of the most cumbersome positions for 
a player to run. However they were virtually the 
only path to true power in the game. Under the new 
BSE we have sought to give a colony governor all 
the information he has always wanted. He will now 
be told everything that has occured at his colony 
since his last turn was processed. He will learn 
which ships and ground parties visited his star- 
port, who transferred items, who bought or sold 


from his market, starport agents who may have 
been active, and much more. 

8. Increase the size of the playing area. About 

a year before the new BSE was released the sun 
in the Canally System went nova. With the intro- 
duction of the new BSE, players entering this sy- 
stem discovered some previously unknown con- 
nections to a brand new playing area, the Canally 
Cluster. 

What’s new in BSE? 

Below is a discussion of only some of the highlights 
of the new BSE: 

Turn around Time: 

During the development of programming of the 
new BSE, turn around time was very slow (two 
weeks or longer). Now, under the new system, it 
is very quick. Turns are almost always process- 
ed cither the day received or the following day. We 
had one player call up and try to cancel a turn he 
had mailed two days previously. He was shock- 


ed when we told him we'd already processed and 
mailed his turn back! 


Diplomacy: 

Diplomacy is the heart of most PBM games and 
BSE is no exception. However, under the new BSE 
players may elect their own level of diplomacy. If 
you want a lot of diplomacy your name and address 
(and even phone number if you choose) will ap- 
pear on the printouts of other players every time 
your position is actively scanned. If you happen 
to be going through a particularly busy period (such 
as exam time) you can select the anonymous option 
and the only other players who will receive your 


address will be your affiliation's leaders (Political 
Positions). 


Special Abilities 

Each affiliation has several special abilities pro- 
grammed into the computer. These make each af- 
filiation unique and different to play. For exam- 
ple, one affiliation can contain 25% more material 
in their ships while another affiliation is able to 
dish out more damage in combat. However, of all 
the affiliations, alien races have the most unique 
of the special abilities. 

Player Suggestions: 

ABM has always solicited suggestions from its 
players concerning improvements to BSE. Under 
the old system we were stifled by the limitations 
of the computer so we were usually unable to im- 
plement any major changes to the BSE game 
system. Such is not the case using our new com- 
puter system! 

At ORIGINS 1989 we heavily discussed the new 
system with our players and agreed to many 
changes and enhancements. Within 2 weeks of 
returning, all these modifications were programm- 
ed into the game. 

Recently some BSE players began a discussion 
on COMPUSERVE concerning the idea of allow- 
ing Letters of Marque to be issued by an affilia- 
tion. We read their comments and the idea was im- 
plemented within 3 days. The player who 
originated the suggestion phoned us to suggest the 
idea and was surprised to learn it was already pro- 
grammed into the game! 

Our point is that the new BSE computer system 
was programmed with flexibility in mind. We can 
modify programs and quickly add whole new areas 
to the game. 

Blackmarkets 

A ship or ground party of the SSL or FET can 
now actually own and run a blackmarket as part 
of their normal turn. The owner receives the profits 
from his own blackmarket and is responsible for 
keeping it supplied. Blackmarket items have new 
uses in the game and are now in heavy demand. 
Economics 

The economics have become self-contained. 
Stellars (the game currency) are generated only 
from within the game. Affiliations raise money 
by taxing their colonies, not by requesting it from 
the GM. The new ships belonging to a beginning 
player are the only commodities that "appear from 
nowhere.” Even this can be explained through the 
mechanism of shipping raw materials back to the 
inner Empire in exchange for these new ships. 
Agents 

Agents no longer have their own turn sheet. Any 
ship or ground party can control an agent directly. 
Agent actions now include sabotaging a colony. 
Governors can issue a security crack down against 

agents. Agent actions include learning colony 
military potential and current colony production 
as well as most of the former actions. 
Space Battle 

Space battle has been reduced to 4 rounds, All 
damage has been adjusted accordingly to main- 
tain the same level of effect as the old BSE. New 


battle options are available, such as selecting to 
do more damage to enemy hulls or to the interior 
of a ship. Colonies can now conduct space combat 
against other colonies on the same planet. Colonies 
(and some ships) can target multiple enemies using 
“battery fire” Battle computers no longer suppress 
the enemy’s ability to hit you, they only effect your 
ability to hit the enemy. Up to 100 ships or colonies 
can participate in the same space battle. 
Land Battle 

In the past players had to engage in a full blown 
battle between their ground forces. The options 
of the Attacking player have now increased. He 
cannot only choose to engage the enemy in full bat- 
tle but now has the option to select Air Attack Only, 
or Air Attack and Long Range Fire Only. He can 
also specify the intensity of the attack which ef- 
fects the amount of damage done by both sides. 
Adjustments 

Under the old system adjustments were only 
done when a player sent in a turn for his position. 
In the new system adjustments to all positions are 
performed at the beginning of each game week. 
This includes morale checks, life support fatalities, 
colony production, mining, farming, and more. 
Colonies 

We have done away with the hassles of colony 
quadrants. Colonies have been reduced to three 
Rings: Non-military, Space Combat, and Ground 
Combat. Action Points (AP’s) have been removed 
and replaced with much simpler concept of 
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manhours. Since the manhours available to you 
are dependent on your colony's morale, a whole 
new system of dealing with colonists has resulted. 
Colony turns are now processed in a manner 
very different from ships or ground parties. Colony 
players submit orders for their colonies as often 
as they wish. Each turn is processed as received, 
but no printout is generated. Players choose how 
many times per month they wish to receive a col- 
ony printout. A tum fee is charged every time a 
printout is generated or 30 orders are received. 
Busy colonies can get a results printout every week 
if they desire while others only need one per 
month. Colony prinouts contain the results of all 
orders submitted since the last printout was 
generated. They also show each transaction per- 
formed at the colony, ships who landed in the star- 
port, and anything else that may have occured at 
the colony since its last printout. 
Ships 
Enemy, Support, and Defend lists have been in- 
creased to 15 ships each. A player can now specify 
All Ships of an Affiliation or an Affiliation Posted 
List as a single entry on their Enemey, Support, 
or Defend list. With the computer checking enemy 
lists there is no chance of your enemy list being 
overlooked between turns. Probes are now fired 
from the main section and Jump/Thrust engine 
transfers have their own special internal transfer 
command 
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Ship Construction 

Players of certain affiliations can now build ships 
from scratch and upgrade existing ships to larger 
sizes. Players can feel more free to have fun with 
their position and take more risks. A player's game 
resources can be called upon to make a deal and 
replace losses incurred. 
Political Positions 

BSE (and Adventures By Mail) has always relied 
on high level players (formerly called Coor- 
dinators) to organize their affiliation and keep other 
players well informed about what is currently in 
their affiliation's best interest. We've now created 
an entirely new position type in the game called 
Political Positions. This allows the leaders of each 
affiliation to obtain information about their 
members so they can do their job most effectively. 
Political Positions can also issue orders such as 
posting enemies, setting tax rates, and putting 
members on probation. Best of all there is no 
charge for Political Position turns. 
Reduced Costs 

No more battle fees. No more agent turn fees. 
Turns now cost $5.00 each, including colonies. 


What's It Like Playing BSE Now? 


About 6 months before we started the new 
system, BSE experienced some heavy dropouts 
and alot of inactivity. This was spurrred by our 
premature announcement of the new system. It was 
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also encouraged by the fact turn around lone 
two weeks (or longer) because most of gyr P^ 
staff was laboring over the new design, 

In early May of '89 the new BSE debuted 10 2 
several hundred patient players still playing. O -— 
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the next few months inactive players began to £^ 


crease their frequency of play and the ga7—— — 


restarted in earnest. 

Only a handful of players dropped out due & 
complaints concerning the new system. A Jot &* 
former players are rejoining. The player base îs 
already as large as it was 6 months before the ne% 
system, and is growing every day. Former players 
have been given the option of sending us their o! 
ship printous and we'll reinstate them in their o! 
ships. 

Turn around time is now immediate. Most often 
same day, thanks to the new computer system. 

There is a lot of excitement over the new star- 
systems that have been added. Serious exploratioa 
of the new areas is only just beginning 

The new Imperial Laws have been finalized. The 
Emperor himself is expected to leave his cozy 
palace in the inner Empire and visit the Periphery 
to personally affix his seal to the new laws. 

News is spreading rapidly of the discovery of 
new remnants of the Detinus Rebels. Even bigger 
rumors circulate about the discovery of the Flagritz 
home system and possibly learning to understand 
the reasons behind their xenophobic attitude toward 
humans. 

The RIP (Raiders of the Imperial Periphery), 
a long time pirate group, was revitalized when 
several former Imperial players defected into their 
ranks. This left a void in the Imperial leadership 
with new blood taking over some of the reins of 
government. 

In the transhole the alien Samillians have become 
expansionist moving into some newly discovered 
systems. The threat this may pose to the humans 
in the area has yet to be determined. 
Summary 

As you can see, BSE has come a long way from 
its humble beginnings. It is still going strong. In 
the coming year we foresee it even surpassing its 
former popularity. 

In many ways BSE is REAL. Nothing compares 
to a game whose history has been created by the 
actions of the players themselves. If you played 
BSE 9 years ago you'll still recognize the game. 
BSE is one of the few highly stable games in all 
of PBM. Like a classic, it just improves and 
becomes more valued with age. 

Adventure By Mail 

PO Box 436 
Cohoes, NY 12047-0436 
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A Warning 
by Michael J. Wise 


This is a fiction based on the activities that have occured in Galaxy: Alpha by Intergalactic Games. 


The following transmission was intercepted by 
the Ministry of Information's Covert Monitoring 
service. Due to the nature of the transmission, its 
origin could not be authenticated, but the transmis- 
sion was found to have originated in the future! 
This transmission and all records of it have been 
classified at the OMEGA level. ANY attempt by 
unauthorized personnel to access this file or the 
original transmission will be handled according 
to MI Security Regulations, section 23.4A4/ii. 
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The Genar died. A moment before, the biped 
feline had been whirling and slashing with a crystal 
dagger, the dagger's white light slicing through the 
Darkness that flowed about him like a living thing. 
But there were eyes in the Darkness, and fangs that 
ripped and tore. The Genar’s body was torn apart 
too quickly for him to scream. 

The scene jerked and wobbled, as if the world 
were shaking. Another Genar warrior charged into 
view, and multi-chromatic beams of covering fire 
arced into the Darkenss. 

Abruptly the noises of the scene exploded in- 
to existence with a palpable force; the shriek of 

air pierced by high-energy weapons, the isolated 
screams of warriors dying, explosions; only from 
the Darkness, silence. Then a woman’s voice: “It’s 
the Mor-ka again.” Her voice was empty, both of 
fear and of strength. 

"We won't hold them off this time. I can only 
hope this transmission gets through to someone.” 

The image of the Genar warrior froze, then 
broke into static before reappearing with a blink. 
Now a Brak-Tue star marine could be seen about 
five meters behind and to the left of the Genar. The 
marine appeared and disappeared from view ran- 
domly; where its gleaming form appeared, the 
Darkness retreated. 

*...an around. Make sure you show what's hap- 
pened to the Base.” 

The image jumped and expanded. As the point 
of view changed, half a dozen small battles like 
that of the Genar and the marine were visable. 

Behind the spreading cloud of the Mor-ka was 
devastation. In the distance, a long row of megafor- 
tresses lay shattered, their mighty walls, their tur- 
rets smashed and broken like the crushed nest of 
some giant metal bird. Explosions and flashes of 
light of every color were everywhere. As the image 
swung about, the brillant flash and roar of a fu- 
sion reaction blossomed into view, adding a col- 
umn of fire between the scorched earth and pitch 
black sky. 

From somewhere behind the viewpoint of the 
image came a sound like shattering glass. The 
woman's voice came again, “It’s breaking through! 


Gorsham! Plug the hole! I need more time!” 

The image spun, streaks and static disrupted the 
view. When it cleared it was centered on the legless 
torso of a Brak-Tue female. Her eyes had the glaze 
indicative of heavy sedation, but her voice still car- 
ried well, and she occasionally cast bolts of some 
horrible energy into the encroaching Darkness. 
As her armor labored to keep her alive, she spoke, 
"I am Captain Elest Ta-Durgan, acting Com- 
mander of Cerberus Base. In acknowledged viola- 
tion of Galactic Patrol Security Regulations, I am 
initiating this negative-flow temporal transmission 
to provide a warning." 

She pointed behind her with her remaining right 
arm. "Quick now,” she ordered the transmission 
crew, "show the Gate.” 

The image was dark, total blackness, but the 
sounds were those of the battle seen before. Slowly, 
the transmitter enhanced the image until vague 
details were apparent. The woman's voice 
continued. 

“Forty standard hours ago, Cerberus Base was 
attacked by overwhelming forces composed of the 
armies of the Shadowflame Imperium, at least 
three Houses of the RR'Thox, and several hundred 
high-order Mor-ka Hordes. After intense fighting, 
the Base was overrun...” Her voice broke, and sobs 
were loud amongst the background of battle noises. 

The image was unclear, as if taken through a fog, 
and was streaked with incessant static. What could 
be made out was some massive structure. Looking 
closely, it appeared to be a mighty wall, in which 
was set a pair of huge doors flanked by two smooth 
pillars. 

A group of figures moved into the image and im- 
mediately everything exploded into view as pure, 
white light shone strong from the pillars. Brief- 
ly, everything in the image could be seen. 

In the center of a ring of Mor-ka, RR'Thox 
hunter-killers, and hulking creatures which could 
only be members of the Malbane Imperial Guard 
moved the hierarchy of hell itself. The huge, grotes- 
que forms of three RR’Thox Overlords, their 
bodies covered in a glistening slime, a mass of 
violet tentacles writhing from where a face should 
have been, towered over the group. In front of the 
Overlords strode the Ancient Terror, Daemon, his 
black robes swirling as if in some hellish breeze. 
Around Dameon was a circle of nine other, 
wraithlike figures. To Daemon's right strode That 
Which Walks the Star Winds, its eyes glowing coals 
and its face contorted in a maniacal grin. And to 
the left of the Ancient Terror walked a wildly 
gesticulating Xythron; about its neck hung the 


Glyph, symbol of the DreadLord of the Relm of 


Darkness. 
The Mor-ka boiled toward the shining pillars, 
only to be cast back as bolts of pure light shot into 


their Hordes. The image shimmered and the nine 
wraiths flew at the pillars. Painful beams of light 
shot from the pillars and tore through the wraiths, 
but the wraiths flew on and covered the pillars. The 
pillars pulsed with light, but their surfaces looked 
diseased. Pieces of their surfaces began to fall away, 
and the wraiths spread their forms over more of 
the pillars. The image shook violently. 

A low rumble came from everywhere, and the 
sobbing stopped with a squeak. “They're attacking 
the Gate! They’re going to open the Gate!” The 
image wobbled more as one of the pillars collaps- 
ed, its surface dull and gray. 

The woman's voice was tight with fear as she 
continued. 

“We were overrun about three hours ago. We 
can't stop them! They're going to open the Hell 
Gate! Creator save us!" 

With a bang that was heard across kilometers, 
the second pillar exploded in a flash of light. Seven 
wraiths floated before the huge doors. The pro- 
tective ring of soldiers and Mor-ka parted, and the 
six central figures moved forward. 

“Oh, oh, oh. Creator... if we'd only had the 
Sword we might have stopped them... where is 
Kahn? oh..." 

The Overlords stopped and stood motionless 
about fifteen meters before the doors. The image 
was mostly dark again, but the other three figures 
could be seen to move toward the doors. The 
Xythron stopped five meteres from the doors, its 
gesticulations increasing with speed. That Which 
Walks the Star Winds, too, stopped and began a 
strange series of gestures. The doors became fuzzy, 
difficult to look at. 

A man's voice cried, ‘Captain -- the guard is 
dead! They're coming for us! Captain!” 

"Die, damn you! Die!" The sound of weapons 
fire came loud. The image jumped and broke with 
static. 

"Couldn't stop them!" cried the woman's voice. 
“The warning! Heed the warning!" 

Through the static, one figure could just be made 
out. Daemon was at the doors. He reached up, the 
sleeves of his robes sliding back to reveal two huge. 
clawed, scale-covered hands. Daemon put his 
hands on the doors and pushed. 

The sounds of fighting stopped abrupily. All was 
silent. 

Daemon stepped back as the doors swung oper 
The image jumped wildly but kept its to 
open doors of the Hell Gate. 

Something was coming through the dass, 
Daemon raised his head. That Which We e 
Star Winds moved into view at Due: 

The image alomost disappe 
The Walker smiled. 
Something came out of the Gate 
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A NEW DAWN ADVENTURE/THE JOURNEY TO CASBAH 


SYNOPSIS: Sangg, a young Liont explorer in! 


toward a town known as Casbah. Sangg has come upon a battered Kzinti (Tig 


Sangg awoke to a beautiful dawn in the Liont 
camp. He had to find out more about the Kzinti 
known as Yolinda. His first visit was to Docilas' 
tent. “How is the woman?”, asked an anxious 
Sangg. “She has been in and out of conciousness”, 
replied Docila. I am afraid she may lapse into a 
slumber and never wake up. She's very weak from 
loss of blood.” Sangg entered the tent and bent over 
the Kzinti, who appeared to be close to death. “I 
have some skill as a healer,’ volunteered Sangg. 
“Tam bound by my love of SOL to try and help 
those in need.” Sangg laid his hands on Yolindas’ 
shoulders and began to meditate. He prayed to SOL 
for help and power to heal the woman. For an hour, 
Sangg prayed. Nothing appeared to have happened, 
but gradually, the temperature in the tent started 
to rise. Yet, it wasn’t uncomfortable. Yolindas’ skin 
took on a soft glow. “She's radiating life”, exclaim- 
ed Docila! And indeed she was. After another hour, 
Yolinda came to, feeling weak, confused but 
somehow, refreshed. “This is the power of SOL-a 
result of his kindness,” announced Sangg. Then 
Sangg too, felt his strength increase. SOL was 
bestowing a gift on Sangg! ‘You are a selfless ser- 
vant’, SOL ‘said’ to Sangg. ‘I have advanced your 
religious training by one month as a reward for your 
kindness. Follow me and I will not forsake you’. 

Sangg thanked SOL and returned to his own 
wagon. 

The next day again found the wagons travelling 

eastward. Sangg, sitting next to Docila, asked some 
questions concerning Yolinda. Docila could not 
tell him much. He found out that Yolinda could 
not identify her attackers. They had kidnapped her 
and placed a hood over her head. They had taken 
her on a long and rough journey. For some 
unknown reason, her captors had left one night and 
she managed to slip away during the cover of 
darkness, She had hidden in the forest for three 
days before getting up the nerve to approach the 
caravan. She thought they might return her to the 
kidnappers, Sangg then mentioned the Twelvers. 
Docila said she did not know of them but Sangg 
could have sworn she flinched at mention of that 
name. 

Later during the week, Sangg continued his 
Longsword training with Poltag. It was obvious 
that Poltag was now warming up to their frequent 
bouts. “You are definately improving,” remarked 
Poltag. “You may learn something yet!” 

Another day passed and Sangg was anxious to 

scout to the north in case their caravan was being 
followed. Docila was adamant, however, and for- 
bade him to leave the ‘train’. Later, that same day, 
the caravan made camp in a grove of pear-like trees. 
Darkness set in and cook fires cast a warm glow 
over the camp. Suddenly, a group of seven Scorpio 
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PART II 


by Richard L. Smith 


New Dawn, is serving as a guide/guard for a Liont Merchant caravan. The caravan is traveling east” 
er race) female named Yolinda and she is now in the care of the Liont mercha™= 


beings brazenly walked into the camp. They were 
the ones following the caravan; Sangg was sure of 
it! 

“You have something which belongs to us,” said 
the apparent leader. “Return the Kzinti or face the 
consequences.” Docila and a few others backed 
away, but Sangg and Poltag stepped forward, with 
their longswords at the ready. “No one touches the 
woman,” snarled Sangg, with a low rumble in his 
throat.” I agree,” growled Poltag. “You should be 
taught some manners!” Both Sangg and Poltag 
moved forward. But even as they did, the Scorpios’ 
glassy bodies began to emit a pinkish light; a sign 
of anger. Their leader spoke: "Chun the 
Unavoidable will be displeased if you interfere with 
out sacrifice.” Silently, Sangg began to contact 
SOL. Immediately, Sangg felt his body warm and 
the air crackled with pure energy. Sangg felt a not 
unpleasant fire within his body-he knew this was 
the light of SOL. Twin beams of orange light 
shown from Sanggs eyes, trapping the Scorpio 
within the beams. The power of SOL held the 
Scorpio and their bodies began to smoke. Their 
skin turned orange, then red, then white-hot. “Flee 
before we melt”, cried their leader in anguish. They 
just managed to break free and run from the camp 
before they might have turned to vapor. Everyone 
stared at Sangg. Sangg seemed to be in a trance but 
slowly came back to “reality”. He felt very strange. 
The experience had changed Sangg for all time. 
His eyes now pulsed with an orange hue, a further 
sign of his closeness with SOL. It was some time 
before the camp returned to normal. 

Sangg was thanked by many Liont after his run- 
in with the Scorpio. All in the caravan had a new- 
found respect for the young Liont. Docila began 
to consult with Sangg more often, before deciding 
on a course of action. “I am sure we will see those 
Valley of Death followers again,” remarked Docila. 
Scorpio always try and get revenge. We are very 
near a Liont village known as Tothfull. We will 
head there and rest for a while. I doubt that even 
the Scorpio would risk a confrontation in a Liont 
village.” 

Sangg attempted to increase his longsword skill 
after his run-in with the Scorpio. During the travel 
time to Tothfull, he and Poltag trained every day. 
“Tt won't be long and you will achieve a level one 
ability,” stated Poltag. Then you won't necessarily 
need me to help you. You can then train on your 
own and improve or even teach others up to your 
level one skill.” 

Sangg also visited the forest areas they passed 
on their way to Tothfull. He was anxious to learn 
more of this world and took some sample of plants 
he thought looked interesting. He brought the plant 
samples to the old Liont, Foxx. Foxx told him he 


had found Palidd (a large, yellow pod), Hunen 
(a green vine with blue thorns) and Purple Majo? 
na (a purple plant with red blossoms). “Whee 

get to Casbah, I will look up a Horticulturist 224 

find out their uses. Perhaps they can be used £^ 
compliment my healer ability)” said a curious 
Sangg. 

By the end of the week, the merchant wagons 
had arrived and set up camp outside the village of 
Tothfull (See map). Sangg, ever mindful of SOLs 
presence, prayed to his God for guidance and 
because he loved SOL. He felt his body increase 
in strength (CPs) and SOL appeared to Sangg in 
the form of a warm, cheerful sunset. SOL spoke: 
‘Beware, my son. Evil knocks on your door and 
those you travel with. Even now, one of your mer- 
chant friends lies dying in Tothfull, nailed toa 
tavern wall. Chuns’ people want your blood and 
that of the Kzinti. Walk carefully through the 
Solemn Hills. The Scorpio have Ogre allies there, 
who would do you harm. That is your last, great 
obstacle before you reach Casbah. And sure 
enough, when Sangg returned to camp, he heard 
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that Petrus, an older merchant, had been murdered 

that night by unknown assailants at a bar known 

as ‘The Bitter End’. 

Sangg, determined to find out who had slain the 
Liont merchant, decided to enter the village of 
Tothfull. But first, he thought it best to spend some 
time scouting to the north and west of the village 
in hopes of finding signs of the Scorpio beings. He 
didn’t encounter any signs of evil beings, but did 
find two Drak Communities to the northwest and 
a religious temple. He wished he could have in- 
vestigated these finds in more detail but he had 
pressing matters at a tavern in Tothfull. 

Later, Sangg entered the village of Tothfull (See 

Paper Mayhem #36). He found the ‘Bitter End’ 
Tavern and entered, approaching the apparent pro- 
prietor. The tavern owner, a Liont named Casion, 
was reluctant to talk about the death of Petrus. “You 
are placing me at risk,” remarked Casion, “If I 
die, it will be on your conscience. All I know is, 
about seven Liont scuffled with your friend and 
he was stabbed several times. Then, they nailed 
his body to the wall. I didn't bother to take names, 
but one Liont was a mean looking brute with a 
green, left eye. If you forget about this incident, 
you'll live longer.” Sangg tried to control his anger 
over Casion’s unfeeling attitude. Sangg thought 
that perhaps Casion was more scared than anything 
else, so he left the tavern to walk through the 
village. 

Sangg noticed several hoodlums milling about, 
as if waiting for someone to rob. Sangg just ignored 
them-he was looking for a few Liont who might 
supplement the caravans defenses as they travelled 
east through the Solemn Hills. He asked about and 
managed to find four Liont who weren't scared 
away by the prospect of having to fight Ogres in 
the hills to the east. He told them he would pay 10 
gold per week for help with caravan security. The 
four Liont agreed to his terms. The Liont were 
named: Alrm, Sett, Quaz, and Offen. He took 
them to the Liont camp and advised Docila of his 
decision to hire more guards. She agreed, as long 
as he was responsible for their actions. “I’ve decid- 
ed to stay here another week for safety’s sake,” ad- 
vised Docila. “I want everyone rested and ready 
for the last ‘leg’ of our journey to Casbah.” Sangg 

agreed and put the new Liont guards to work clean- 
ing up and repairing the wagons. 

During the week at Tothfull, Sangg continued 
to practice his longsword skill with Poltag. He also 
prayed to SOL on a daily basis, increasing his 
religious ‘training’ and growing closer to SOL. 
Late one afternoon, SOL appeared to Sangg in the 
form of a dancing flame inside his mind. “The blin- 
ding light you used to drive away the Scorpio is 
from within you-but only my followers can learn 
how to harness it. Even then some take years to 
learn how to use it correctly. But you, Sangg, are 
destined to bask in the light of SOL should you con- 
tinue to follow me. The Solemn Hills are a true 
danger. And beware, one of your Liont ‘recruits’ 
from Tothfull, is not what he seems. Chun the 
Unavoidable has many converts in the village. The 
deceitful one carries an item which may betray 


him. Be careful? Sangg again felt a surge of energy. 
He found that his strengh had increased again 
(CPs). 

Sangg contacted Docila and Poltag and informed 
them of SOLs message about the traitor in their 
midst. “Perhaps we can single out the evil one,” 
mused Poltag. ''Yes;" replied Sangg. If we send 
them all away, we'll be rid of him for a time, but 
better to have him here and know where he is, even 
if we don’t know who he is.” Sangg and Poltag, in 


an effort the spot the traitor, called each Liont in 
and examined their weapons. Sangg even tried a 


Liont skill known as *neersensing: in order to ready 
any supressed thoughts, but he was unsuccessful. 
Later, Sangg and Poltag admitted they'd have to 
watch the four very carefully. 

Sangg, who had a few days left at Tothfull, built 
a dagger using his Blacksmith skill and an accom- 
paning sheath, using his Tanner skill. Sangg saw 
his skill level increase in both areas. Afterwards, 
Sangg asked for SOLs blessing on the dagger. As 
if in response, the sun appeared to blink. The dag- 
ger and sheath changed their very appearance 
before an amazed Sangg. The dagger was now no 
longer made of an iron material but glowed faint, 
metallic orange. And the sheath seemed to now 
be made of an unusual, reddish, burnt leather that 
seemed to sparkle. And both items had SOLs sym- 
bol ‘etched’ on them! (Sangg found out later that 
the dagger was made of a very rare metal known 
as ‘Novamenta’). 

Sangg, knowing he would be leaving Tothfull 
in a day, returned to the village and the tavern 
known as ‘The Bitter End” He asked several 
patrons if they knew of a Liont with green eye. 
Everyone said they had not heard of such a Liont, 
but Sangg sensed fear in their denials. Finally, a 
drunk Liont who was too sloshed to care admit- 
ted to knowing of the Liont. "Sure, that's Opus, 
the leader of The Pack of Two-Dozen. He's an ugly 
one with that green jade eye of his. Heard he'd 
headed east-probably to get into some mischief.” 
Sangg was becoming increasingly angered by the 
seeming lack of grief these villagers had, for the 
death of a fellow Liont. 

Sangg moved to the door of the tavern and said 
to all therein, in alow rumble, "SOL may forgive 
you for allowing this to happen but I don't. I am 
going to leave a ‘sign’ on this door for all to see. 
This will be the forgiveness of SOL and my pro- 
mise to bring the murders of justice." And Sangg 
proceeded to carve SOLs symbol in to the tavern 
door. Suddenly, the names Opus, Younngue and 
Sourne, appeared below the symbol. And Sangg 
felt strength surge through his body. SOL was 
blessing Sangg with more Constitution (CPs). And 
SOL also spoke to Sangg: “You have prayed and 
sought my help in a selfless way. Now, you have 
become a follower! Your prayers now include the 
Blindlight, life-growth, Illuminate and Warmth 
‘spells. Use your power wisely’. Sangg thanked 
SOL and hoped he would live up to SOLs faith in 
him. He knew there would be trouble in the 
Solemn Hills and that he would again ask for SOLs 
assistance in the coming wecks. 


(END OF PART 11) 
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September 1, fiftieth year after unification: 
Krk Sem, Arch-counselor and first of the Foun- 
dation stood proudly in the reviewing stand of the 
Forum of Colossae. Seeing, with thousands, for 
the first time the combined fleets of the Cor- 
nerstone empire assembled in space through a two 
story high holographic projection, he could not 
help but wonder at how far they had come in a 
single generation. To the memory it seemed as if 
the Foundation had only just been formed and its 
work of bringing together the exhausted remnants 
of the Sixth System War barely completed. Now 
aunited people stood poised to reclaim the glories 
of the fabled Great Empire of Man that they had 
only ten years ago discovered was not a myth after 
all. What a heritage to aspire to, what a future was 
open to them, now that they had unlocked the 
secrets of those most precious of artifacts, the Im- 
perial Warp Ships. With the aid of these 
“miraculous” discoveries, which even now they 
could only use and not duplicate, Cornerstone 
could now look beyond the once impassible boun- 
daries of their home system. What they would find 
was still unknown, but he was confident that with 
all the combined strength and will of the people 
of Cornerstone, Admiral Hr'd Kn'ks would be able 
to overcome any potential obstacle he might face. 


September 17, 50th year after unification: 
Scarcely had Admiral Hr'd Kn'ks broken free 
of System Boundary when he discovered that he 
was not alone in his explorations. Long range com- 
munications established contacts with 4 near 
neighbors and through them he heard rumors of 
perhaps as many as 16 more. The initial contacts 
yielded immediate fruit, allowing the Admiral to 
establish firm alliances with his neighbors and 
glean tactic information that helped him save his 
entire assault force. Two of his new found friends 
had discovered inhabited star systems. Apparently, 
as his own scientific advisors had predicted, he 
could expect outworld systems to be variations of 
the one at home, with up to six planets, with set 
orbits around the chief stellar body that would 
determine their type and nature. The environments 
to be expected included Molten, Subtropical, 
Temperate, Arid, Gaseous and Frigid, depending 
upon the distance of the orbit from the sun. Not 
all orbits would be filled, and some orbits might 
contain asteroid belts and irradiated planets that 
were remnants of ancient wars of the glory of the 
Great Empire. Each of these environments had a 
varying viability for colonization, with the 
temperate obviously being the most productive. 
However, as Cornerstone's new found allies had 
discovered these valuable planets had civilizations 
of their own that were somewhat reluctant to sur- 
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by Craig Mills 


render their independence. Two of those allies had 
discovered that they had ample means to punish 
imprudent invaders. 

Based on their battle reports, it became apparent 
that taking of the more valuable planets was best 
accomplished by bombarding the surface from 
space for a couple of turns before actually sending 
down an assault force. This was accomplished by 
bombarding the surface from space for a couple 
of turns before actually sending down an assault 
force. This was accomplished using space to 
ground missiles and strafing destroyers, which are 
the only class of combat vessel capable of operating 
within the atmosphere. In order to keep the combat 
fleet supplied with replacements during this phase 
of the operation a smaller planet such as an Arid 
environment type would be taken and bases landed 
there that could produce whatever the fleet needed. 
After recon groups reported that the planet 
resistance had been reduced enough to make 
assault feasible, the main force would land, often 
to a still stiff fight, and the planet’s booty and 
resources taken. 

Elsewhere, it has been discovered that those 
Asteroid belts and Irradiated planets contained 
strategic minerals without which several classes 
of ships cannot be built. Indeed, search parties have 
discovered other relics of the Old Empire that have 
helped Cornerstone design new ship types. These 
discoveries are few and far between but our analysts 
viewed them as absolutely crucial to the future 
development of our civilization. And nearly all 
of them require new minerals to be mined and used 
in their construction. High priority had to be given 
to mining operations, but forecasters predicted that 
minerals would always be a limiting factor on the 
size and power of combat fleets. 


October 3, 50th year after unification: 


Many more space features have been discovered 
by our scouts, all but a few containing different 
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mixes of valuable minerals. Mining has tumed out 
to be a costly business, however, as some of the 
more valuable features can be mined only ata great 
cost of men and ships. Our mining fleets have suf- 
fered up to 20% losses of ships and 40% losses to 
miners. It does appear however that more heavily 
armored miners suffer less damage. Several im- 
portant new technologies have been discovered, 
including Guard ground units with their greatly 
improved firepower to cost ratio, Ogre/Bolo tanks 
with their longer range guns, and long range capitol 
ships as well. Longer range on weaponry is as im- 
portant, if not more, than higher combat punch, 
as it allows you to deal damage to your enemy 
before he can shoot back. We can now eliminate 
orbital defenses on neutral civilized planets without 
losses because of our technological advantage. 

A pall has been cast over our dreams by the 
theorists, however. They claim that the number 
of special features abounding in the galaxy are far 
in excess of what could occur naturally, and that 
some of the features we have discovered are clearly 
the cause of some unnatural activity. This awakens 
the fairy tale horrors we all remember from our 
youth of the Master Races that eventually par- 
ticipated in the Old Empire's demise. Will we come 
across these nightmares in real life? 


December 14, 50th after unification: 

We grow swiftly and without great incident. Our 
cooperation with our allies is yielding broad 
knowledge of our galaxy. We now know that there 
are 11-19 other empiries in our galaxy competing 
for production and minerals. War with some of 
these is inevitable, but we are confident that our 
production places us among the top Empires. The 
only problem is the lack of resources to adequately 
fuel both expansion and defense. Every expenditure 
is an agonizing choice between numerous worthy 
and needed programs. Never is there enough 
money or materials. 
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We have become experts at neutral planet taking. 
The step by step approach saves us time and money 
and makes the process almost routine. First our 
long range capitol ships blast orbitals out of the 
way. Then we enter close orbit and launch the same 
number of space to ground missiles as the mass 
of the planet (to destroy ground batteries). The 
ground batteries reply and take out some of our 
shield frigates, but these drones are expendable. 
Then the ground forces go in, supported by enough 
destroyers to match the planets mass. 20 Bolos and 
1500-2000 Star guards easily take out any 
resistance, though we send down 100 or so regular 
tanks to shield the Bolos. These are too valuable 
to lose without good reason. Occasionally, we get 
some surprises, like when we took on a neutral 
who also had some advanced tanks. The longer 
range of these tanks cost us 20 destroyers and some 
Bolos before they were overcome. 

We have finally discovered the Master races, and 
to our relief have found them eager to have us as 
allies. Too eager, as there are several suitors and 
linking up with any one will make us eternal 
enemies of the others. There are also the Galaxians, 
Traders to the Stars, who sell anything and 
everything--for a stiff price. I fear it will be some 
time before we buy from them, but given the scar- 
city of minerals I also fear it is inevitable that we 
will buy from them eventually. 

March 15, 5Ist year after unification 

We have finally joined a Master race alliance. 
A mixed blessing I fear, for it does complicate ex- 
pansion plans. Once an ally takes a world that we 
feel is within our sphere of influence there is no 
appeal to arms, as there would be with a non-ally. 
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And everyone allied with my Master race is now 
an ally. On the other hand, we are convinced that 
we have joined the best of these alliances and have 
gained positive advantages in terms of informa- 
tion from the relationship. We have also learned 
that other galaxies exist, and that in some of them 
the young races are already deep in war. It is hard 
for us to imagine, with our Maulers and 
Dreadstars, baby empires slugging it out with Bat- 
tleships and Hawk missiles. To fight so soon is cer- 
tainly foolhardy, but some are doing it--striking 
fear into the hearts of our younger allies. A key goal 
for my alliance is now to make the Alpha galaxy 
safe for our alliance and then pass through the 
etheral cyclones into other galaxies to give these 
allies aid. Of course, the other Master races may 
soon be able to enter our galaxy as well. Will we 
have to be ready for them. 

It has been some time since we've discovered 
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anew, significant technology, yet there so few ac- 
tive in our universe one has to believe there are vast 
fields of knowledge open to the Old Empire that 
we have not touched upon. Who knows what is yet 
to be discovered? Our forces stand poised at the 
gates of non-allied empire ready to strike in a final 
genocidal war. War is always dicey, even with a 
fleet as large as ours. We feel so young to have this 
much power. Will we be able to maintain it in the 
face of all this competition, or will we crumble and 
fall like the Old Empire? 
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for the enemy. The enemylsalso out there looking for you. You controla fleet 
on elther the Allen side or the Human side along with many other players 
and thelr fleets. The obJectisto conquer the Galaxy. but the othersldelsalso 
controlled by players who are out to do the same thing. Intemal rivalry along 
with fights against the enemy makes this game a challenging one. Diplo- 
macy Is an Important part of play as you explore the galaxy In the quest for 
domination. A fast paced game with many batties and a quick consistant 
tum around time, EXODUS Is for people who enjoy tactical space warfare 
gaming. 


Grenade Games 
P. O. Box 1908 
Boston, MA 02205 


STATE OF WAR - DESIGNER NOTES 


By Peter Stassun 


This article is reprinted by permission of Game Systems Inc. from their publication Whispers of the Woods. We felt that 
this article was informative and you would enjoy it. DW 


When I was asked to do a strategy article about 
State of War, I thought to myself, “Why does 
everyone always think that the designer of the 
games knows the best way to win?” Actually the 
Opposite is probably true! If the game is design- 
ed as it should be, then there is no outstanding 
strategy that will win every time. It comes down 
to individual play, diplomacy, opportunism, and 
the fortunes of war (otherwise known as the ran- 
dom factor). So it is with State of War. 

However, I have noticed that new players do 
make certain cardinal errors which sometimes lead 
to quick and fatal results. At Origins 87, we had 
a good and frank discussion with a number of 
players about how and why events seem to hap- 
pen in State of War. It was then I realized that 
players were not envisioning the same future reality 
that I was - or, at least - not in the same way. So 
Tm going to do as I did then - explain certain essen- 
tials in viewing the game as a whole. And in doing 
so, perhaps you'll gain some insight and a better 
strategy of play. 


STATES 
HOW TO PICK THEM 
WHERE TO PICK THEM 


The first misconception that I faced was that a 
player felt “picked upon” because he started the 
game "surrounded by other players, while other 
players had lots of room to expand”. Remember, 
YOU choose the initial player states. I don't! If you 
end up surrounded by other players, then that’s 
because everybody decided to choose states in that 
area. Choice is given by the date your selection 
arrives at our offices. If players #1 and #2 both 


So 


FRENOS, 
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Fixed turn fees 
é The unique Gamma Operating system to control the game has created a living world inside a 
computer, where the game could go on even without players. 


225000 mapable positions 
aDozens of trade items 
aSimultaneous movement 


choose New York as their first choice, but player 
#2’s selection sheet arrives on August Ist and player 
Al's on August 2nd, then player #2 will get New 
York, and player #1 will get his second choice (if 
available). 

What states should be chosen? It’s totally up to 
you and your style of play. If you like to live 
dangerously, pick the Northeast by all means. Not 
only will you be very close to other potentially 
hostile players, but you will have the Feds to deal 
with as well. However, you can pick up other states 
very quickly! Don't discount the Feds too quickly. 
At the beginning they are virtually impossible to 
stop! And if they happen to park in your state 
capitol for a while, you will be brought to a stand- 
still until they decide to move on. NO, the Feds will 
NEVER take over either your state or that of a 
neutral - it’s against the law! 

If you like to fight a laid-back sort of battle and 
probably have some room to maneuver and think, 
then take a Western state. They’re usually big 
enough so that you have time to fortify your own 
capitol before someone else finds it. However, the 
reverse is also true. You will have to take some 
more time to expand and to find the other hidden 
capitols. You will need to use more naked armies 
and spies than the folks back east. Once situated, 
however, it will take more time for someone to 
knock you out of the game. Also, because of the 
game's hidden structures are randomly distributed 
by the computer at the start of the game, your state’s 
larger number of hexes will correspondly give you 
a larger potential of hidden structures. 

My preferences? I would probably choose a mid- 
western state. I like a medium bowl of porridge 


DARK BLADES A MAK 


- one that’s not too hot and not too cold. These 
states give you enough time to prepare, and yet also 
let you search relatively quickly. Moreover, they're 
not close to the marauding Feds, but they're not 
far from the victory points of Washington, DC. 


GAME START 
WHAT ARE THE MOST IMPORTANT 
THINGS TO DO? 

There are two things that you cannot forget 
about, especially at the beginning. 

1- Protect your capitol! Fortify it, build a tank 
factory if possible, and garrison it with a minimum 
of 100,000 troops. Also remember to keep your PR 
rating above 90! 

- Find and take another state (preferably 
neutral) as soon as possible! This vastly increases 
your available money and men and makes it doubly 
difficult to get knocked out of the game. 

When you do recruiting, also do PR so your PR 
rating does not suffer to badly. Remember that both 
player states and neutrals can be taken (or lost) by 
getting your PR up to 99. The difference is that, 
in order to take a player state that way, the owner's 
PR must be under 90 and the aggressive player 
must use a Bid for Power order. 


WHY CAN’T I GET BRIBES OR BIDS 
FOR POWER TO WORK 


This is the prime example of how to envision the 
futuristic reality. If you were actually about to at- 
tempt to bribe a government official, what do you 
think would happen? Picture this... 

The limousine slides to a halt in front of the 
senate chambers. On the steps above, reporters wait 
for the senator to approach. But, as Senator 


Adventure 


520+ different types of armour & weapons 
21000's of NPC's to hire, trade with, fight, speak to 
270 elements built into every character & creature 


»Play either a Warrior or a Trader 


22659 KESWICK ST., DEPT 940 
CANOGA PARK, CA. 91304 


(818)702-0870 


Wolftrap emerges, a figure silently approaches 
from the side. “Uh, Senator, you don't know me, 
but...uh...I want to give you this envelope full of 
bribe money...” 

Now, of course, the idiot was arrested and the 
Senator was hurrahed by the press? Why? Well, 
you're right - his technique could have been a little 
better. But more than that, the Senator didn't know 
him! Picture the same scene some time later... 

The limousine slides to a halt in front of the 
senate chambers. On the steps above, reporters wait 
for the senator to approach. But, as Senator 
Wolftrap emerges, a figure silently approaches 
from the side. “Senator, how nice to see you.” 

“Stephen! Stephen Noimwell! How good to see 
you! What brings you down here?" 

“Well, Senator, I know how much you like the 
horses, and I just heard this incredible tip on this 
fast little filly in the fifth..." 

The answer, therefore, is obvious. The higher 
your PR in that state, the easier it is to succeed with 
bribes and bids for power. I mean, would you give 
the reins of power in a state to someone you've 
barely heard of? 


NO-NO'S - THINGS NOT TO DO 


Never invade a neutral state unless you KNOW 
where the capitol is AND unless you can afford 
to take gigantic losses. Remember, not only the 
state's National Guard, but every Tom, Dick, and 
Mary will fight off the invaders! 


VENOM is not just 
the name of the 
game ... it's also 


you conjure your 
own monstrous 


Mortals have 
always been 
pawns ... but 


the very atmo- now you need 

sphere in which it's them in your 

played! final godly 
battle ... 

Enter the 9th 

dimension where 


Remember that training costs are MULTIPLIED 
by the level to which you are increasing. (Level 
7 is cost TIMES 7, Level 8 is cost TIMES 8, etc.) 
A number of people have gone bankrupt by forget- 
ting this fact. 

Remember that only fortifications and fighters 
can defend against bombers. 

Make allies you can work with, but think long 
and hard before actually DECLARING them as 
allies. A few player have found that allies can 
remove their garrisons, set up their own garrisons, 
and then the state is lost! This is one type of attack 
you never even see coming. 

Consider any Electronic Funds transfers careful- 
ly before making them. Every penny sent could 
mean the loss of potential orders later on for you. 
And who knows what your so-called ally may do 
with your generous gift! 

Remember what Naked Army Commands can 
and can not do! Valuable actions can be lost by the 
delivering of the wrong order! 

Watch your budget!!! Don't let careless spen- 
ding put an end to your administration! Weigh your 
options and double check the costs. 


CONCLUSIONS 


These have just been a few hints at what I think 
should, and should not, be done. The game is 
diverse enough so that a lot of different strategies 
can work. Obviously, though, work with allies to 
get done what YOU want done, keep your troops 


creature to do battle! 


No one is safe when 
the ghosts and spirits 
of another god seek 
your blood! 


Only one survivor! 
An ally must turn 

enemy ... sooner 
... or later! 


Miracles and magic 
are your sword and 
shield, but combat 
and cunning are the 
paths to victory! 


CODD 


GAME SYSTEMSINC. 


VENOM is a strategic 
battle-to-the-end 
between the immortals. 
Reports on the numerous 
battles each turn are at 
no extra cost! In VENOM, 
you'll find magic rings and 
staves of power, lost 
mines and hidden portals, 
palaces in the clouds .. . 
and much more! 


REGISTRATION $15.00 
(includes map, rulebook, and two free turns) 
TURNFEE $475 

(turns every two weeks) 

RULEBOOK $5.00 


(will apply towards registration) 


P.O. BOX160129 


MIAMI, FL 33116-0129 


trained and equipped, keep up the morale of your 
populace, and never forget to keep up your guard 
in your capitols! The rest is easy! 


RAPID FIRE ACTION: STATE OF WAR 
$15.00 Registrations $4.75 Turns 
Two & Three Week Games Available 


Game Systems Inc. 
PO Box 160129 
Miami, FL 33116-0129 
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In my last review of “CONQUEST” (issue #37) 
I gave a basic overview of how the game is played 
and a quick synopsis of what had happened up to 
that point. 

Now that the game is over, I will attempt to sum 
up the game in as simple a manner as I can and 
make some comments in the meantime. 

First off, let me give a series of “ratings” in dif- 
ferent areas and follow them with justifications. 
I will rate each area as 1 to 10 with 10 being 
excellent. 

A) overall playability- 8 

B) ease of learning- 9 

C) level of intricacy- 3 

D) turn results clarity- 8 

E) ease of filling in turn sheets- 8 

F) sense of realism- 5 

A) Overall playability is good with im- 

provements having been made since the game 
started. There is really very little chance to bungle 
once you know the rules. But, does the instant- 
reply system affect the outcome of the game? I 
would have to say yes. During the course of this 
game, which ran from 9FEB89 to I3OCT89, I pro- 
cessed 34 turns. Only once did I fail to get my tum 
into the mail by at least the next day. The next 
closest player was perhaps Nigel, (played by Jay 
Nemecek,) who processed 7 turns. Third would 
probably go to Illeum who processed 18 turns. Yet 
Aldrich caused some of the most major damage 
early in the game while only processing 5 turns!!! 
Two players never sent in any turns and one drop- 
ped after a single turn. Other players had a varied 
number of turns processed ranging from 6-9. In 
my opinion, the instant-reply system gave me the 
edge in winning because I utilized it to it's full 
potential. 

HOWEVER, now that it has become sort of 
common-knowledge in this review that the instant- 
reply can affect the game, presumably everyone 
will try to utilize it. Once this occurs, the instant- 
reply will not be such a factor, unless you fail to 
maximize it. Then it becomes more a matter of 
strategy and luck to win. 

Does this mean you HAVE to get your turns in 
immediately every time ? No, but don't expect to 
have any advantages, let alone an equal footing. 

I did not rate cost because the instant-reply 
system allows you to spend as little per month as 

you wish. You are rather limited in the maximum 
you can spend due to the waiting time between 
tums in the mail. The maximum you could expect 
to spend per month would be about $12.00 or so. 
It would be up to each player if they wanted to 
spend that much for an equal chance at winning 
or spend a little less and risk being at a possible 
disadvantage. 
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CONQUEST 


By Terrence Miller 


B) Learning the game is so easy that any begin- 
ner should have no trouble getting started. In fact, 
that is the basic idea of this game, keep the beginner 
in mind. The creators of this game at Earnshaw 
Enterprises wanted a simple game for beginners 
and I feel they have succeeded. 

C) Level of intricacy is low. Again this is because 
of the fact that the game is geared to the beginner. 
While the use of diplomacy is available, to my 
knowledge it was used almost never in this game. 
It is my understanding though that it has played 
some factor in the other games in process. 

D) The clarity of turn results is very good and 
straightforward. The only complaint I have is that, 
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while the type of troops being fought against are 
listed, the number of each type is not. I feel that 
it would add a bit more realism if the number of 
troops were listed. It would also give a sense of 
pride in your troops when you found that they had 
overcome a superior force or let you feel less 
betrayed when they were overcome by superior 
forces. 

E) Turn sheets are very easy to fill out. Once the 
cost of troops and such have been committed to 
memory, there is almost no need to refer back to 
the rules when doing a turn. Previously, a player 
would have to always refer to the map to determine 
which cities were within attack range. With the new 
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CONQUEST 


Medieval Warfare in Your Mall! 


As Lord of a feudal province, you are 
engaged in a struggle for control of 
the Realm, contending with nine other 
Lords. You command troops, spies, 
emissaries, and counter spies in your 
quest for supreme rulershipl 


Conquest is 100% computer moderated 
and easy to learn and play. It is an 
excellent game for beginners and for 

advanced gamers looking for a change 

of pace. 


Conquest is an InstantReply game. 
We will mail the results of your tums 
the day after we receive them or your 
next tum is FREE! We don't just talk 
about fast service; we guarantee itl 


One-Time Set Up: $4.00 
Rules: $1.50 Turns: $3.00 
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The Game of Interstellar 
Colonization and Conquest 


Twelve players, each one of five races, 
vie for dominance in this closed ended 
game of imperial expansion and 
galactic warfare. 275 star systems, 
scattered across 1200 sectors, are the 
hotly contested prizes. 


You can command your colonies to 
build fleets of warships, and send them 
to do your bidding, or you can build 
strong planetary defenses to protect 
your hard won colonies, Choose from 
four basic ship types, arm them with a 
mixture of the thirteen available 
weapon systems, forge alliances, and 
destroy your enemies! 


100% Computer Moderated 


14 or 21 day deadlines. Each turn's 
mailed by the day after the deadline or 
the next turn is FREE! Guaranteed! 


Rules, Set Up, 2 Turns: $10.00 
Rules: $5.00 Tums: $5.00 
Set Up and 2 Turns: $7.50 


Earnshaw Enterprises 
773 East 820 North #7 
Provo, Utah 84606 
(801) 375-9727 
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revised turn sheets though, you no longer need to 
do this unless your specific strategy calls for at- 
tacking cities in a particular procession. Once 
again, I must make comment on one thing. The 
turn sheet allows the player to write in how many 
of troop type will be attacking or defending a city. 
Then the play must write in the TOTAL number 
of each troop type in the “purchases” section. One 
must take care to not enter the cost of troops in- 
stead. But, a little care goes a long way. 

F) The sense of realism in the game is about 
what could be expected from a low-intricacy begin- 
ner’s game. There are a few things that could im- 
prove realism, such as the note on troop types, but 
then they risk the loss of beginner's ease. Consider- 


ing the simplicity of play, they have done fairly 
well. 

So, what do I have to summarize? Basically, 
"CONQUEST", is a well thought out, easy to play 
beginner's game using basic strategy and simplified 
turn sheets to accomplish an admirable aim: give 
the beginning PBMer a chance to like the ex- 
perience of learning PBM without going in over 
their head and getting frustrated. If you havea 
friend interested in PBM, you should very like- 
ly point him/her in this direction for a taste of things 
to come in future and more complex PBM games. 
If you are already an avid PBMer, just looking for 
a simple, relaxing game that does not demand a 

lot out of you, here you go.... 


CONQUEST 


Player Report 


PLAYER: John Smith 
FROVINCE: Svlvan 


AVAILABLE GOLD REGENTS: £5 
NEEDS OF THE FEOFLE: 26 
GOLD REGENTS IN THE TREASURY: 3 


CURRENT AGRICULTURAL IMPROVEMENTS: © 


CITIES CURRENTLY UNDER YOUR RULE: 


Aldrich 1 Millersburo 
Zlavy D Edmond 
CITIES LOST IN BATILE: 


DAIE: 08-23-1989 

GAME: 99 

HARVEST: Foor 
New Hope e Svilvan 


Heatherdale o 


Mo cities were lost in battle during this turn. 


CUMMAND SUMMARY: 

Betend Millersburg with 1 LV 
Troops Stationed 

vefend Sylvan with 1 Hl. 1 LV 
Troops Starioned 

betend Clay with 1 LY 
Iroeps Stationed 

Defend Edmond with 1 LV 
Troops Stationed 

Defend Heatherdale with 1 LV 
Troops Stationed 


ettsch Aldrich with 7 AK 
Zity conquered 
Cito was detended bv HI. LI, LV 
artach New Hope with 2 AR. 1 HI 
Cit; conquered 


defended by LI, 
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Frank Coker of Cyborg Games explaining The Next Empire at Gen Con. 


TRUE CONFESSIONS OF A PBM ADDICT 


I've been at it for days, off an on, mostly on. My 
body aches from the senseless abuse I've rained 
upon it. I no longer have a grasp of time, other than 
a loose count of the number of times I've visited 
the bathroom or opened the refrigerator door. My 
eyes, once a proud 20/20, have retreated behind 
burned lids, desperately trying to remoisten their 
environment. From somewhere in the deepest 
recesses of my brain, a message staggers out, ““You 
must stop this.. before it's too late. Think of your 
future, of your loved ones. Think of Susan Denise, 
the lady you met at the BonTon. You 
remember...the two most dazzling things about 
her were not her two first names.” It’s no use. The 
thought fades as I start another round. I'm out of 
control, helpless. I confess. I'm a PBM junkie. And 
this is my story. 

First off, I'm not going to try to weasel out of 
this by blaming my parents, the government or 
Paper Mayhem. Too many wacko, serial-killer- 
type misfits have tried this, just before they're about 
to receive a large surge from the power grid. 
They're misunderstood. The cosmetic work they 
performed on Aunt Martha with Dad's chainsaw 
was all a misunderstanding. No, I'm not blaming 
anyone, but sometimes I think it's a flaw passed 
on from generation to generation. Probably in- 


Now you can live the most powerful legend of them all. 
HYBORIAN WAR;" is a Play-By-Mail game where you 
control the destiny of the Hyborian Age of Conan. 
Aquilonia with her Black Dragon knights, slumbering 
Stygia gathering her wizards, the fantastically helmed 
armies of Kambulja in the east. Any one of these 
kingdoms is yours to rule, or choose from over thirty 
others — unique and authentically recreated from the 
Conan series. 

The absolute gripping power of this world can be 
yours. Send forth your lords and generals to lead the 
armies of invasion. Send forth your heroes to adventure, 
your spys to kidnap nobles, steal secrets, and assassinate 
your enemies! Decree the policies of your land, giving 
your subjects good government or bad. Call upon your 
priests to speak the wisdom of prophecy and council 
Command the sorcerous incantations of wizards. Indeed, 


By Todd A. Travis 


herited from my ape-man ancestor who used to 
Stare at the campfire too long, ignoring the growls 
from his ape-woman to shut out the lights and hit 
the hay. What else can explain the fact that at the 
tender age of five, I'd already perfected the fine 
art of belly crawling out of bed early Saturday mor- 
ning, into the living room where IT sat. IT being 
a decrepit old game call StarMaster. With the 
disciplined stealth of a Ninja, I'd soundlessly pry 
open the notebook and play with my far-flung com- 
petitors. I'd play transfixed, reviewing turn after 
turn, always making sure that I had some options 
open to exploit. If all went well, which usually 
meant no screwups to wake my parents, I could 
safely make it through the morning before anyone 
came to. 

Td like to be able to say that I grew out of it, but 
it’s more like I grew into it. As years passed, there 
were indications that, when it came to gaming, I 
was one stick short in the chow mein. Early rela- 
tionships suffered when I refused to liplock with 
my first few girlfriends when I was expecting a turn 
in the mail. Later on, I missed piano lessons, bir- 
thday parties, ski trips, term papers, hot dates and 
cold brews, you name it. One memorable 
Christmas Eve, I neglected to open my presents 
while I waited for my most recent turn in Super- 


the tide of war may tum upon their arcane magics. Rule 
and Conquer! It is an age of empire and the jeweled 
thrones of the earth await you. 


Write us for our free, no 
obligation set-up & rules 
Reality Simulations, Inc., P.O. Box 22400 
Tempe, AZ 85282 (602) 967-7979 


Turn fees are $5, $7, or S9/tum depending on the size ol 
Country you choose to play. 


ASK US ABOUT OUR DUELMASTERS " GAME ALSO! 


©1985 by Conan Properties, Inc. All rights 
reserved. Trademarks of Conan Properties, Inc 


Nova where I was battling the evil empires for 
galactic control, surely a worthy and noble cause. 
Now, with nowhere to turn, I seek to link up with 
fellow sufferers in a kind of world network self- 
help group. If we could only find one another, set 
up a clinical study, apply for government grants, 
we could lick this thing. Maybe I should buy a full 
page ad in Paper Mayhem and advertise to the af- 
flicted that help is on the way. Maybe Jerry could 
do the telethon, singing, "You'll Never Play 
Alone.” I don't know. I can't think anymore. It's 
almost time for my next turn to arrive, you know 
the turn where I'm struggling for economic and 
political domination. ..no, actually it’s where Pm 
trying to buld up that nominal warfleet...no, no, 
no it's the...awwwh, "IT'S A FREAKIN’ 
HOLIDAY--NO MAIL?!!"" 


The Play-By-Mall Association 
The PBMA Is a trade organization 
for tho play-by-mail gaming industry. 
If you would Ilke FREE Information 
about play--by-mail gaming, write to: 
PBMA, PO Box 431870, 
Miami, FL 33143-1870 
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Mike Popolizio & Bob Cook of Adventures By Mail. 
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Rick Loomis of Flying Buffalo. 


PBM COMPANY RATINGS 
AS OF 11-12-89 


The PBM Company ratings are ratings on the service of PBM companies sent 
to us by readers and other PBM gamers. The companies are rated on the scale of 
1 to 9 with 1 being the lowest and 9 being the highest ratings. Companies listed have 
a minimum of 10 responses. 

Things to consider when rating the companies are dependability, quickness of 
service, how well they handle player questions, how well they keep their players 
informed, and how well they adapt to the player needs. You can update your rating 
periodically if there are changes in the service of the company. Just send in another 
rating sheet and we will change the rating on your file. 


COMPANY RATING 


RESP 


Grandel, Inc. 8.590 39 


1 
2 Twin Engine Gaming 8.381 21 
3 C-T Simulations 8.093 27 
4 LAMA 8.020 25 
5 C2 Simulations 7.921 19 
6 Cyborg Games 7.778 54 
7 Flying Buffalo Inc. 7747 244 
8 Graaf Simulations 7.692 107 
9 Andon Games 7.618 51 A 
10 Emprise Game Systems 7.604 48 
11 Midnight Games 7.602 88 e 
2 Battle-Magic Gaming 7.553 19 y 
13 Game Systems Inc. 7.478 113 | 
14 Galactic Simulations 7.458 24 
15 Dragonbyte 7.435 23 
16 Zorph Enterprises 7.293 46 
17 Advanced Gaming Ent 7.287 54 - 
18 Palace Simulations 7.231 13 Frank Coker of Cyborg Games. 
19 Games Without Frontier 7.200 10 E 
20 Rebel Enterprises 7.000 Il E ranae i oo e = E 
21 Advent Games 6.867 30 | A 
22 Rolling Thunder Games 6.844 61 ! 1 
23 Infinite Odysses 6.545 11 i 
24 Fantastic Simulations 6.450 60 À 
25 Mindgate 6.333 12 1 | 
26 Clemens & Associates 5.971 34 i 
27 Adventures By Mail 5.329 143 A 2 
28 Reality Simulations 5.256 133 El $i 
29 Quest Games Inc 5.125 16 i 
30 Pegasus Productions 4.985 67 | 


3.853 68 


Schubel & Son Inc 
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GAME 


Supernova II 
Out Time Days 
The Next Empire 
Star Cluster Omega 
WW Battle Plan 
Epic 
Continental Rails 
Starweb 
Swords of the Gods 
Star Saga 
Kings & Things* 
Quest/Great Jewels 
New Order 
Mobius I 
CTF 2187 
Into Infinity 
Galactic Prisoners 
Domination 
Alamaze 
Rimworlds 
Crack of Doom 
Spiral Arm 
Warp Force Empires 
Fleet Manuevers 
Ad Astra 
Battle Plan 
Family Wars 
Darkworld 
Illuminati 
Earthwood/Original 
State of War 
The Weapon 
Earthwood/Sea Kings 
Duelmasters 
Starmagic II 
Xenophobe 
Feudal Lords 
Empyrean Challenge 
Beyond The Quadra Zone 
Heroic Age 
Venom 
Hyborian War 
Nuclear Destruction 
Global Supremacy 
Takamo 
Heroic Fantasy 
Starlord 
Company Commander 
It's A Crime! 
Kingdom 
Capitol 
The Melding 
Beyond/Stellar Empire 


PBM GAME RATINGS 


AS OF 11-12-89 


COMPANY 


Rolling Thunder Games 
Twin Engine Gaming 
Cyborg Games 

C-T Simulations 
Flying Buffalo Inc 
Midnight Games 
Graaf Simulations 
Flying Buffalo Inc 
Galactic Simulations 
Infinite Odysses 
Andon Games 

Zorph Enterprises 

C? Simulations 

Flying Buffalo Inc. 
Advanced Gaming Ent 
Battle-Magic Gaming 
Grandel Inc 

LAMA 

Pegasus Productions 
Palace Simulations 
Advanced Gaming Ent 
Graaf Simulations 
Emprise Game Systems 
Fantastic Simulations 
Dragonbyte 

Flying Buffalo Inc 
Andon Games 

Rebel Enterprise 
Flying Buffalo Inc 
Game Systems Inc 
Game Systems Inc 
Fantastic Simulations 
Game Systems Inc 
Reality Simulations 
Clemens & Associates 
Emprise Game Systems 
Graaf Sim & FBI 
Dragonbyte 

Quest Games Inc 
Games Without Frontier 
Game Systems Inc 
Reality Simulations 
Flying Buffalo Inc 
Schubel & Son 

Advent Games 

Flying Buffalo Inc 
Flying Buffalo Inc 
Schubel & Son 
Adventures By Mail 
Graaf Simulations 
Adventures By Mail 
Kelstar Enterprises 
Adventures By Mail 


7.732 
7.694 
7.615 
7.596 
7.591 
7.572 
7.470 
7.424 
7.396 
7.364 
7.321 
7.275 
7.265 
7.233 
7.203 
7.200 
7.118 
7.040 
6.974 
6.917 
6.875 
6.825 
6.810 
6.766 
6.765 
6.757 
6.726 
6.700 
6.685 
6.683 
6.625 
6.586 
6.559 
6.430 
6.400 
6.400 
6.374 
6.364 
6.308 
6.200 
5.987 
5.970 
5.963 
5.909 
5.887 
5.806 
5.779 
5.700 
5.657 
5.533 
5.357 
5.300 
5.250 


The PBM Ratings are ratings on PBM games sent to us by readers and other PBM gamers. The games are rated on the scale of 1 to 
9, with 1 being the lowest and 9 being the highest in the ratings. Games listed have a minimum of 10 responses. 

Things to consider when rating the games are playability, design, ease of understanding the rules, and ease of understanding game prin- 
touts. We have a separate ratings for PBM companies. Only rate the games that you are currently playing. You can update your rating 
periodically if there are changes in the game. Just send in another rating sheet and we will change the rating on your file. 


RATING 


RESP 


GAMELINE 


ADVENTURE SIMULATION GAMES 


Escape into the land of Labrynthia. 

**..Thou doth see a Monoger, a rage quickly 
builds inside ye, thou doth change thine mode to 
Charge, and doth try to charge, yelling yon warcry 
"Death before dishonor’ and doth lead thy warriors 
in direction 0. Esfire attacks Balodar with his spear. 
He strikes out with it, hitting him in his body. 
Balodar attacks Esfire with his two handed sword. 
He tries to cut him jabbing him in his left side. 
Comelo attacks Balodar with his blood thirsty ax. 
He slips and fails to hit him.... 

Comelo attacks Balodar with his ax. He lashes 
out with it, hitting him in his body. Balodar has 
been killed. Comelo searches the corpse. Com- 
elo places 1 helmet in his pack....” 

This is part of a real turn sheet of the game 
DARK BLADES. Every thing is written in English 
not just a bunch of numbers. Each laser printed 
tum is an average of 7 pages. There are over 25,000 
mapable positions; unique line of sight vision, 20 

different types of terrain; over 20 different types 
of armour and weapons & dozens of items to trade 
with. There are 1000's of NPC's, from 15 races to 
trade with, hire, fight, speak to or learn from. 
The start up package for DARK BLADES cost 


only $10 and for this you get a rule book, full color 
map and, 2 free turns, all enclosed in a full col- 
or box to help you keep your turn sheets tidy. 
Future tums are $3.50 each - and we mean $3.50, 
there are no “hidden” extras. No matter if you con- 
trol 10 towns or 50 warriors; there are no extra 
charges. You do not have to buy order sheets and 
we will answer questions FREE of charge. 

Start up now and join the players that are already 
slashing and killing their way through the island, 
or help the siege of Bayshore, or runa mule train 
and make profits from trading. 


Adventure Simulation Games 
22659 Keswick St. Dept 940 
Canoga Park, CA 91304 
(818) 702-0670 


ANDON GAMES 


Andon Games is proud to announce that they 
now offer LASER printing service. This service 
is available for both Supremacy and Kings & 
Things* as an optional service to those players that 
request it. Be sure to check out the new K&T* map 
— you won't believe the new graphics we designed 
for it. 


GALACTIC PRISONERS 


2440 AD - When expanding into the unknown regions of space, humans 


PLAYTESTERS NEEDED 


Andon Games is looking for a few good 
playtesters. This is not the usual request for a bunch 
of warm bodies to play a game before it goes public, 
but a call for a few veteran playtesters to help with 
the secondary brainstorming process. 

The intial concept and scope of the game is done, 
and preliminary design has been going on for a few 
months now. We are literally combining 5 different 
categories of PBM games into one complete and 
comprehensive game system. 

Itis the large scope of the project that has created 
the need for good playtesters this early in the pro- 
ject. As a playtester you will be expected to com- 
ment on the length on the system, proposed 
changes, and all aspects of its design. This playtest 
is very serious, and only those that will give it the 
attention needed should apply. 

The reward for your service will not be great 
(playtesting isn't known for its high pay). You will 
be given all the credit you deserve in the rules, and 
have an inside look at one of the biggest projects 
PBM will see for some time to come. (And for 
those of you who attend Origins or GenCon, the 
first one's on me) 

What we need from anyone who is interested is 
a resume which should include all PBM ex- 


encountered a vastly superior civilization, the Nibor. Because of the highly 
aggressive nature of humans, peace with the Nibor was not possible. The 
Nibor were forced to destroy all humans except for a very few. These 
remaining humans have been placed on a portion of a large planet. You are one 
of those select, remaining humans. You will be studied by your Nibor 
observers. 

Because of your unique personality, intelligence and leadership, the 
Nibor have selected you as the captain of an All Terrain Vehicle (ATV). You 
have been given a crew of 100 humans who were your fellow prisoners. It is 
your responsibility, as the captain, to provide your crew with survival. 

Galactic Prisoners is a unique, realistic and exciting, computer- 
moderated, open-ended, futuristic game. There are numerous avenues of 
play. Some of you will build walled forts to defend yourselves. Some will build a 
vast labyrinth of tunnels below the planetary surface. Some will establish 
colonies to increase production and income. Some will form corporations in the 
player-controlled stock market. Some will become warriors and take what they 
want from others by force. Some will do combinations of all of these. Alliances 
will be formed. Treaties will be made and broken. There will be much to explore 
and discover. Many different aliens will share this prison with you. Those of 
you whe survive and prosper will do so because of your intelligence and 
understanding. Luck plays only a small part. 
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At first glance, Galactic Prisoners appears to be an uncomplicated game. Itisn't. Itis a game of discovery. As you leam, you will see that 
Galactic Prisoners is a large, complex game. As you learn, you will progress to more and more complex versions of the game. All turns are 


processed on the day they are received as long as seven days have elapsed. 


To begin, send your check for $17.00 to Grandel, Inc. to receive the rulebook, setup and 5 tums. Subsequent tums will be $2.50 each. 
Discounts can lower the cost to $2.20 per tum. Combat results are sent to attacked players free of charge. We accept phoned-in tums at no 
additional charge. Except for two rarely used techniques, there are no additional charges. 


Any player who recruits a new player will be given two free turns. 


Grandel, Inc., P.O. Box 4386, Wilmington, DE 19807-0386 


perience, all playtesting experience, board game 
experience, subjects of interest to you, special skills 
which could be helpful, and anything else that you 
think we should know. NOTE: All accepted 
playtesters will have to sign a Non-Disclosure 
form. This form basically says that the material 
you are dealing with is a trade secret and that you 
will not show, discuss, etc the material to anyone 
not authorized by Andon Games. 

We have not talked about the subject matter, and 
will not until a later date, so make your resumes 
as comprehensive as possible. 


Thank you and good gaming! 
ARK ROYAL GAMES 


Adventurer-Kings is growing steadily, having 
grown to almost 200 players worldwide since it’s 
beginning last March. Standard Games, our 
English licensee, has been great for the game. They 
have enhanced it graphically, supported it with a 
computer bulletin board, and they’re featuring it 
in their advertising. 

Some rules changes were made in October, 
meeting with general approval from the players. 
The capabilities of army types have been improved 
and there are some rules that make it harder to blitz 
a player out of the game in the early going. The 
other rules will help improve game balance. 

The moves-entry program has just been given 
a major upgrade and is now called SAGA.AK. It 
has color graphics and custom fonts, and supports 
all monochrome and graphics cards. It displays 
a 16-color map for any color graphics card, 15 dif- 
ferent types of game reports, can be used to enter 
all of your moves, and you can even use it to search 
the rules for any mention of any game subject. It 
can be used to play by either disk or EMail (if you 

play be disk, you also get a printed turn report.) 
SAGA will work on any IBM-compatible com- 
puter. Sometime in November we expect to 
translate this program to the MacIntosh and 
hopefully the Atari ST a little later on. 


Ark Royal Games 
PO Box 6378 
Alohoa, OR 97007 
(503) 643-3292 
CompuServe #: 71750,1153 


BLUE PANTHER ENTERPRISES 


Many things are going on in Staten Island, the 
Panther is pleased to report. The first is that ne- 
gotiations are underway for DESTINY to go in- 
ternational! Our commitment to our current players 
continues, while new players are being held for 
referral to the eventual licensees. You can still ob- 
tain DESTINY rulebooks from BPE, but we will 
not be starting new games. Watch this space for 
further developments. 

The call for scenario ideas for The Final Cam- 
paign elicited a number of responses two issues 
ago. Two of the ideas have been developed and 
tested, two more are being turned into workable 


scenario concepts. The two new scenarios which 
have now become available are “Island Defense” 
(#2) and “‘Ice-teroid” (43). Island Defense por- 
trays the desperate rear-guard action of a mixed 
force against some very determinded defenders 
(some very angry 10-ton mammals known as 
Aquarians). The morale and reinforcement rules 
are introduced in this scenario, as well as a totally 
different map from Scenario #1. In TFC the map, 
setup & victory conditions vary from game to 
game. 

The third scenario, Iceteroid, stretches the game 
system to new highs. Seton a small asteriod, each 
side must deal not only with the enemy, but with 
hostile terrain as well. On this asteriod, the excess 
heat from units causes the elements in the ice to 
undergo spontaneous combustion, with some very 
nasty results. Scenario 3 features a wraparound 
map representing the entire surface of the asteroid, 
exploding terrain and line-of-sight modification. 

A blow-by-blow description of TFC game 20 
(featuring Iceteroid) appears in the Activity Corner 
of this issue. 

The Army Construction Disk, version 2.0, 
scheduled for release in December of 1989, was 
actually ready on schedule. It is available free to 
players who request a complete startup, or 
separately for $5. Please specify 5 £ Y or3 & '^ 
format. 

TFC improvements: The graphic map printouts 
have been expanded by approximately 300% in 


Can't find the time to play? 
Or anyone to play with? 


Take a Walk to 
your Mailbox and 
Play Monopoly® by Mail! 
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Monopoly 


When was the last time you played 
MONOPOL Y? 


and took a walk on the Board walk? 


Just Pennies a Week! 


A Mail Games, Inc. subscription will put you in touch with players across 
the country whoare already accumulating property in the ultimate 
real estate board game. 
For more info send this coupon to: 
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Mail Games, Inc. 
P.O. Box 2746 
Gaithersburg, MD 20886 
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size (from | page per turn to 4 pages per turn). This 
new size makes it easier to see the big picture and 
now includes reference tables. In short all you need 
is now in one place. The text portion of the turn- 
sheet printout has been redesigned to provide more 
information in a clearer manner. The rulebook has 
been trimmed from a weighty eighty pages to a 
leaner 46, including over 8 pages of superb illustra- 
tions by Jim Jones & Chris Arnold. The autofiring 
rules are automatically in effect if you miss a turn. 
That's right, TFC now tastes great and is MORE 
filling. 

We beleive TFC is the first pbm tactical wargame 
on the market. We're certain you’ll think so too, 
so we're now increasing the value of the startup 
package by including three free turns instead of 
one! For fifteen bucks you receive the rules, setup 
and three free turns! (plus the IBM Army Con- 
struction Disk, if you request it). 

Playing TFC is like playing one of your favorite 
old wargames. The only difference is that you'll 
actually finish a game of TFC within 6 months. 
There are NO random elements here. Design your 
army and face off against a variety of opponents 
worldwise. You'll be PLAYING the wargame in- 
stead of rolling the dice, losing track of which phase 
the turn is in, looking up the special optional rule 
in supplement #12, and accidentally moving the 
counters with the soda bottle. 

The Panther is indeed busy this month. Witness 
the introduction of Empires For Rent, a grand 
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Strategic sci-fi game of moderate complexity for 
10-12 players, now in its first playtest game. Oh no, 
not another one, you say? But wait, the title of this 
game gives some valuable insight into just how 
insecure your empire really is, and there's the twist. 
EFR features twice as many players in the same 
region of space (12 vs 6 for Destiny), a greatly ex- 
panded set of economic rules, and diplomacy is 
a requirement to win! The second playtest game 
is 75 cents per turn payable in stamps. The rules 
are SI, payable in stamps and setups are free. We 
are looking to fill one game at this time (12 players). 
The positions go to the first folks who respond to 
this announcement. PBE values its playtesters and 
understands the role they play in the ultimate suc- 
cess or failure of a game. After the playtest is com- 
pleted, future EFR rulebooks & setups are free 
and turnfees are discounted by 40%, just as we 
have done for our TFC playtesters. 

If you're looking for a game where diplomacy 
is a prerequisite for victory, give Empires For Rent 
a try. If you like you pbm quick and dirty from turn 
one, you can't do much better than The Final 
Campaign. 

Much thanks to the readers of Paper Mayhem 
for their continued support throughout BPE's two 
years of existence. 


Blue Panther Enterprises 
Dept. PM 
PO Box 080003 
Staten Island, New York 10308-0009 


C? SIMULATIONS 


Good news if there are any Australian readers 
of Paper Mayhem! PBM Magic is now the official 
licensee of New Order in Australia. They had 
previously licensed Space 101, so please write them 
at PO. Box 123, Nundah, 4012 regarding either of 
our games. 

Development of STARDATE: 2412 is progress- 
ing nicely. The first draft of the rulebook was sent 
out, and the response was very encouraging! We 
have incorporated a number of suggestions made 
in response to the rules, and are now working on 
the actual programming which is about 25% com- 
pleted. It is still possible that we will be announcing 
the playtest in issue 41 of Paper Mayhem, but issue 
42 is more likely. 

C? Simulations 
16081 Sherlock Lane, Dept. PM 
Huntington Beach, CA 92649 


CUTTING EDGE GAMES 


January is a big month for Cutting Edge Games 
as we celebrate our first bithday. To show our 
thanks to our players we are offering free rules and 
set-ups until the end of January. Mutant Wars has 
matured over the last year into a challenging game 
that will test players strategic abilities to there 
fullest. 

Cutting Edge Games is currently negotiating 


CAPTAINS OF THE EMPIRE 


Are you bold enough, daring enough, cunning enough 


with an Australian company about Mutant Wars 
going down under. Hopefully Mutant Wars will 
begin its Australian invasion in January. 

I would like to thank all of our customers for 
there support on our first year. The 90's will 
without a doubt be a time of excitement and 
prosperity. 


DRAGON GAMES 


Hello all, I hope you had a great Christmas. 
Everything here at Dragon Games is going well. 
By the time you read this, GLADIATOR should 
be available to play to the general PBM public 
(that's you!), In case you have no idea what I am 
talking about, I announced a playtest for the game 
in issue number 38. 

GLADIATOR, is a game of man-to-man combat 
inan arena. However, the game is much more than 
just combat as it encompasses the Warrior School 
or Academy as well. This feature allows betting 
on fights, drafting warriors, training, warrior ex- 
changes and sales, etc. This is the most revolu- 
tionary aspect of the game that is not offered in any 
ofthe other arena combat PBMs available. Combat 
in GLADIATOR is currently divided into 2 minute 
turns allowing the player to control the fight rather 
than read about it afterwards. Additional aspects 
such as futuristic weapons and magic may be add- 
ed, but as Iam writing this before the playtest has 
concluded, I cannot say for sure. 


to conquer a Galaxy? Design your own ship and find out. 
Work for the Emperor as a Captain of his fleet and retake the 
Galaxy by any means at your disposal. Hunt down pirates, 
solve planetary problems, and chart the Galaxy with the 
crew of your selection. Wage war against an Alien so terri- 
fying we can't write about it. The decisions are yours - 
become the best and become the Emperor. 

CAPTAINS OF THE EMPIRE is a fully computer 
moderated play by mail game where the players interact with 
a torn GALAXY and each other to become the most well SO 
known and powerful Captain alive. Turns are processed on 
the day they are received (one turn per player every ten 
days). Game length is based on survival of the Empire base 


and the Alien nest. 
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Interface Software 


Rules and first three turns $12.00 Rude Newt Division 
Rules only $ 4.00 PO. Box 941065 
$ 4.00 Maitland, FL 32794 


Cost per turn 
407-645-1716 
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Our original PBM offering, KINGS is going 
through some major programming changes, caus- 
ing a delay in turn processing, but by the time you 
read this, everything should be back on track. New 
and expanded features include: a revamped 
economic system, expanded control over military 
units and allocation, players making their own 
races, and a whole host of other features. Although 
some of you may have tried KINGS in the past, 
the game is now very different. 

If you want information for either of our games, 
just write to the address below. The Wizards Coun- 
cil and the Gladiator Council thank you for show- 
ing interest. 

Dragon Games 
1014 Gayley Ave #362 
Los Angeles, CA 90024 


EARNSHAW ENTERPRISES 


OUTER REACHES is off to a flying start! We 
appreciate the support our players have given this 
new game and hope it fulfills everyone’s expec- 
tations! CONQUEST is running smoothly with 
two completed games, two in progress, and another 
one about ready to start. 1989 was a good year, but 
1990 will be even better! 

We have nearly completed the design of our 
third, as yet unnamed game. It is a derivative of 
CONQUEST, using many player suggestions that 
are beyond the scope of CONQUEST but were 
great ideas. It will feature a complex economic 
planning system, population constraints, terrain 
features that affect movememnt and combat, 
regional harvest conditions, random events, player 
controlled bandits, seven troop types, standing ar- 
mies, spy missions that range from assassination 
to counter spying, 120 provinces (each with one 
city in it), citadels, loyalty, subversion, and neutral 
empires. We are also working with a friend and 
veteran PBMer in New York state on a fourth 
game. (This game is still in the preliminary plan- 
ning stages.) These games will probably be ready 
for commercial play next summer and fall, 
respectively. 

Games 1 and 2 of CONQUEST have ended; see 
the PBM Activity Corner for details! (And a hearty 
congratulations to the winners!) 

To play CONQUEST, there is a $4.00 one-time 
set up fee (add $1.50 for the rules). This fee gets 
you the set up and first turn in as many games of 
CONQUEST as you wish to enter, simultaneous 
or consecutive. Turns are $3.00 each. 

An OUTER REACHES set up package is 
available for $10.00 that includes the rules, game 
set up, and the first two turns, Future turns are 
$5.00 each. The rules alone are $5.00, and game 
set up and first two turns (without the rules) are 
$7.50. We are now taking sign ups for both Slow 
(21 day deadlines) and Fast (14 day deadlines) 
games. 

For those who have not yet experienced our ex- 
citing games and guaranteed service, we invite you 
to check them out! 


ECKERT GAMING GROUP 


By now we will have started our fourth com- 
merical game DEATH & SORROW in less than 
four months. Apocalypse: Survival After Ar- 
mageddon has begun playtesting. Counter-Terrorist 
will have begun playtesting by this time, and the 
Seeds of Destruction playtest will have resumed 
as well. This promises to be a busy year at Eckert 
Gaming Group as we expect each of these to be 
released commercially during 1990. 

Death & Sorrow is a closed ended game of land- 
combat for ten to twenty (typically fifteen) players 
for only $2.00 per turn. Death & Sorrow features 
an army order system which rewards careful plan- 
ning, as each player gives three months orders to 
all his armies. Having to look three moves ahead 
makes diplomacy important, and military strategy 
essential. A bonus for simultaneous attacks on one 
province adds to the strategic challenge. Wilderness 
areas are good defensive terrain but you need to 
build to the defensively weak village stage to ex- 
pand economically. The fortified City/State is the 
best defensive terrain and most economically ad- 
vanced area, but you have to defend your Villages 
and pour your finances into it to get there. The 
defender can call on a system of reserves of his own 
devising to be called on automatically in case of 
attack. Economics is not forgotten in Death & Sor- 
row, but the easy to understand system lets you con- 
centrate on strategy and diplomacy. All this and 
the $2.00 turnfee is guaranteed throughout the 
game! 

Sign up now for the next game of Death & Sor- 
row. The $5.00 start-up fee still gets you FIVE 
TURNS in addition to the rules and set-up. Sign 
up soon as this offer ends on February 1, 1990. 
Then our regular offer of Three turns with your 
set-up takes effect. For the rules only send $1.00, 
which will be applied to your first set-up. Free in- 
formation is always available. 

Apocalypse: Survival After Armageddon is the 
playtest for release later this year. This open-ended 
game is hand moderated with computer assistance 
and features custom turnsheets. What would it be 
like to live years after the nuclear war? Find out 
in Apocalypse. Hand moderation allows players 
the freedom to choose his own goals and methods. 
Enter the world of the future. When the game is 
released commercially all playtesters can keep their 
position intact. 

Apocalypse is still accepting playtesters. For 
$3.00 you get the rules, setup and five turns. 
Playtest turns are $1.00 thereafter, and all turns in- 
clude two special actions 

Counter-Terrorist should have begun by this 
time. Counter-Terrorist is an open ended computer 
moderated game of violence, murder and justice. 
Each player is an agent in a counter-terrorist net- 
work and is involved in the investigation and solu- 

tion of acts of terrorism, and the apprehension of 
terrorists. Track down and capture terrorist and 
their leaders. Co-operation among agents is critical 


to success, so diplomacy is essential. Train your 
agent in the specialities of your choice. As the 
playtest progresses new continents will become 
available so that finally all agents will be able to 
travel virtually anywhere in the world. When the 
game is released, all players will be able to keep 
their agent intact. Commerical turns are expected 
to be only $2.00 

Join the Counter-Terrorist playtest. For $3.00 
you get the rules, set-up and five turns. Playtest 
turns thereafter are only $.75. 

Play Death & Sorrow, join our playtests, write 
for free information on any of our games. 


Eckert Gaming Group 
P.O. Box 16384 
Rochester, New York 14616 


ENTERTAINMENT PLUS 


Battle Lords 

The kingdom of Varna is looking for a few good 
warriors. That's right— you can enter the Martial 
Academy where skilled instructors will turn you 
into a Battle Lord. In the game of Battle Lords you 
create your warrior from scratch. You'll decide 
your initial ability levels. You choose what 
weapons(s) you want to master. You even get to 
select your own height and weight. Want to say 
something when your opponent swings at you and 
misses? Battle Lords allows you to personify your 
warrior with your own comments. However you 
can imagine your warrior, you can realize your fan- 
tasies in Battle Lords. 


GALACTIC 
OWER 


A PLAY-BY-MAIL GAME OF 
INTERSTELLAR CONFLICT 
IN THE FAR FUTURE 


< o: 


C A 
The oppressive Interstellar Empire has finally 
fallen. You are the ruler of a solar system as 
the galaxy is plunged into civil war. Your 
abilities will determine if you can survive to 
claim GALACTIC POWER. 


As a player you can: increase your wealth || 
and power by conquest, industrialization and | 
trado, conduct diplomacy with other players, | 
construct your own starships by selecting | 
from pre-fabricated modules, move your star- 
ships using a uniquo dual-phasod movomont | 
systom, attack or dofond solar systoms with | 
starships, Space Battle Stations, assault or _ 
defense infantry teams. 


GALACTIC POWER has an uncomplicated rules 
structuro, and is designed with an emphasis on 
playability, strategy and player interaction. 
Tho first two turns aro free - each turn 
thereaftor is only $2.50. Send $1.50 for the 
rulos, or for mora Information write 


VIGARD SIMULATIONS 
161 Deer Park Ave, 

San Rafael, CA 94901 

USA 


Entertainment Plus is proud to offer this ppm 
game to the readers of Paper Mayhem. Battle 
Lords is computer moderated combat between two 
warriors in a training environment. Turns consist 
of at least seven fights against other students. Each 
fight is described blow by blow, with every feint, 
parry, knock down, dodge, etc. presented in rich 
detail. All printouts are laser printed, with mood- 
setting illustrations added to increase your enjoy- 
ment even more. A newsletter provides information 
on what is happening around the Academy, lists 
results of last turn battles and challenge fights, and 
holds a message board which the warriors can use 
to communicate. 

The playtest of Battle Lords has been going great 
since it was set up in late August 1989. Some com- 
ments taken from playtester notes... 

I’m enjoying the game very much! 

...nice printout of the action. 

Round one was great! 

Being able to sit down and read in detail the mat- 
ches is down-right fun!!! 

Starting January Ist, 1990 Battle Lords will "go 
commerical”. Turn costs have not been decided 
as of the time of writing (11/5/89), but will certainly 
be competitive with other gladiator-style games. 
In terms of features above an beyond the exciting 
combat, you'll be able to bet gold on challenge 
fights, but top-quality armor and weapons with 
your winnings, or even skip school to go adven- 
turing alone or in a group! (now in the works). And 
when you graduate from the Martial Academy after 
earning the title Battle Lord we plan to have another 

game available—becoming a Battle Lord is just 
the beginning! If you think you might like to join 
the proud men and women at the Battle Lords 
Academy, write to us for a free information packet. 


Entertainment Plus — Battle Lords 
P.O. Box 1981 
Appleton, WI 54913 


GRAAF SIMULATIONS 


Our newly enhanced Feudal Lords II is pro- 
ving very popular, particularly the situation map 
printed out each turn. We have now started 240 
games of Feudal Lords. If you include the FL 
games run by Flying Buffalo and our foreign 
licensees, Feudal Lords is probably the most 
popular medieval pbm game being offered. 

Continental Rails has been a great success for 
us, with over 40 games started in the last 18 months. 
For an economic game to be consistently rated 
among the top half dozen pbm games in Paper 
Mayhem's poll shows that players are finding it to 
be a lot of fun. Anonymous CR games have been 
very well received by those who have tried them, 

so we will continue to offer anonymous games in 
the future. 

Spiral Arm remains one of the most popular 
space conquest games. We've started 24 SA games 
so far, and SA #25 is about 2/3 full at this time. 
We will soon be starting a team game of Spiral Arm 
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by popular demand. 

Kingdom is our newest game, which we're run- 
ning under license from The Australian Wizard. 
It's a fun "beer & pretzels" type fantasy conquest 
games, with fast sequential turn processing (no 
due dates). We have two games of Kingdom in pro- 
gress: a one-week game and a two-week game. 
Both games have about 100 players in them at this 
time. 

With these four games, we have a wide varie- 
ty of excellent games. We're looking at a number 
of other games to offer in the future. One game we 
will be running eventually is Worlds In Conflict, 
a sci-fi wargame in which 8 Alien players are in- 
vading the Earth against 14 Human players. WIC 
is still in playtest at the moment, but we hope to 
be offering it soon. 

Conventions: In 1990, we will be attending 
Michicon in June, Origins in July, and Gencon in 
August. If you come to any of these conventions, 
be sure to stop by and say hello. 


Graaf Simulations 
27530 Harper Ave. 
St. Clair Shores, MI 48081 


GAME SYSTEMS INC. 


‘Whispers of the Wood’ subscribers are in for 
a treat with the return of original cover artist, 
Amelia James. The November issue of "Whispers, 
Vol. VI, #8, was the first to be graced by Ms. 
James’ pen since Vol. I, #8, exactly five years ago. 
The ‘Whispers’ staff is excited to be adding Ms. 
James work to the work of long-time cover artists 
Guy Gondron and Charles McWhorter. 

If you aren't currently a ‘Whispers’ subscriber, 
now’s the time to become one! G.S.I. is now of- 
fering a "baker's dozen' subscription offer - thirteen 
monthly issues for the standard twelve issue price 
of $15.00! Also included is a special edition map 
showing the worlds of both Earthwood Original 
and Earthwood Sea Kings and their region names. 

Work is continuing at a break-neck pace on 
Middle-earth™ Play-By-Mail. Our thanks to 
everyone who responded to the request for play 
testers. The initial test games are now scheduled 
to begin early next year. Selected play testers will 
be receiving letters in the near future. 


More in the Middle-earth™ department: Game 
Systems, Inc. founders Peter Stassun and William 
Feild have new feathers for their caps (or is it Orc 
ears for their necklaces?), the pair have co-authored 
a Middle earth™ adventure module, “Perils on 
the Sea of Rhun"" for Iron Crown Enterprises. It 
should be available in hobby stores now, check it 
out! 

Game Systems, Inc. 
P.O. Box 160129 
Miami, FL 33116-0129 


ORPHEUS PUBLISHING CORE. 


Greetings fellow PBMer. Orpheus Publishing 
Corporation (OPC) is pleased to announce the 
commercial release of their new Play-By-Mail/E- 
Mail futuristic space game/simulation titled The 
Orion Nebula (tm). The Orion Nebula is a 100% 
computer processed, science fiction, open end- 
ed, role playing game that runs in game “real- 
time". No advantage is given to players that use 
computers to input their turns versus players that 
use the traditional postal system for turn 
submission. 

Three thousand years in the future, mankind has 
expanded to the stars. A great empire ruling 
thousands of worlds has risen to levels of power 
never seen in the history of the known galaxy. Man 
prospered until his own greed hastened the fifth 
Dark Ages. Interstellar travel was lost by most high 
technology civilizations. Worlds at the fringes of 
known space withered and died without the support 
ofthe Empire. Now, slowly, man has risen and is 
heading out to the stars again. As a new graduate 
of the Star Academy, you pick up your Starship 
from your Homeworld City, and go out to find your 
fortune and destiny among the stars of the Orion 
Nebula. 

Turns are processed simultaneously every other 
Saturday. The results are mailed back to the players 
at the same time the following Monday. Each of 
the thousands of possible players, each operating 
multiple positions, set their own goals according 
to their own desires. 

The dynamic game database has over 1.2 
Gigabytes (Billions of characters) of information 
available to the players, and it grows with every 
turn. Complete solar systems are modeled in- 


PLAY POWERSTAR 


The Strategic level pbm game of economic cooperation 
and military conflict in the far reaches of space. As one 
of up to 30 Interstellar Civilizations in a 


three dimensional playing galaxy you will: 
* Forge profitable alliances, and wage devestating wars. 


* Choose to occupy or destroy entire solar systems. 
* Create POWERSTARS which send fleets across the galaxy. 
* Command the fate of the entire galaxy as you plot and plan to 


become the undisputed emperor! 


* And much, much more... 
$3.00 per Tum (2 turns per month) 
$5.00 for set-up and rules 


write for free info 


SOUTH BAY GAMES 
PO Box 1491 
Torrance, CA 90505 


cluding suns, planets, moons, gas giants, space 
gas and dust, and asteriods. Each world has its own 
environment including size, gravity, temperature 
extremes, atmospheric content, axial tilt, diurnal 
and orbital periods. These are based on current 
scientific theories on planetology. In short, a com- 
plete and realistic universe is simulated to provide 
the player with the most life-like and enjoyable 
results possible. 

The Orion Nebula offers several position types 
including Starships, Starbases, Cities, Ground Par- 
ties, and Blackmarkets. Each position type is 
simulated down to the last detail, including per- 
sonnel assignments, training, orders, transactions, 
actions involving other positions, and role playing. 
The positions are designed to be relatively easy 
to operate, while also containing a wealth of in- 
formation for the player who desires the fine 
details. 

Complete political, economic, sociological, 
research, exploration, space and ground combat 
models are included in the simulation. The game 
is designed and programed to provide consistent 
results with no Game Master inputs or interference. 
The 90+page Setup Package is $15.00. Up to three 
free Starship setup turns are included. A playtest 
involving over 100 players started January 1989. 

Turns are the commercial release are to begin 
December, 1989. 

Here is what a few of the playtesters are saying 
about the game: 


Larry J. Finazzo: The NEB is one of the most 
innovative games the I've ever had the luck to play. 
The game mechanics are quite impressive in that 
the scale at which you are allowed to play can be 
as small as a one starship operation to a mega cor- 
poration in the form of a guild. The turn printouts 
are clear and easy to understand. The level of GM 
interference is nonexistent and allow for the players 
to control their destiny rather than some GM run 
KING/EMPEROR to dictate what is and isn't 
allowed. 

R & Disa very interesting and enjoyable aspect 
of this simulation. The method in which it is handl- 
ed is very satisfying and rewarding. R&D has 
become the most interesting aspect of this game 
for me and I have not even developed any new pro- 
ducts yet, but I can foresee that as a player I will 
be allowed to invent and market many new 
products. 

The GMs in this play test version of the game 
have been very interested in making almost any 
change that will enhance or improve the game. 

Glenn Lightsey: “It sounds strange, but Orion 
Nebula is the most realistic science fiction game 
I have ever played. As an aerospace engineer I ap- 
preciate the faithful use of fundamental scientific 
concepts in a futuristic setting. The attention to 
detail is excellent. Lose yourself in a universe filled 
with literally gigabytes of information! 

The game mechanics represent a pioneering ad- 
vance in PBM moderation. OPC has put together 


a system that combines the impartiality of 
computer-moderated play with the freedom and 
creativity of an open-ended role playing game. The 
high resolution lets you manage your resources to 
the man, if you wish; or the computer will take care 
of the details while you focus on the politics of 
multiplayer action. 

The game system is sound and the setting is ex- 
citing. This game will be alot of fun to play for 
years to come!” 

Steve Marte: The NEB is... “one of those games 
with intriguing detail and limitless possibilities for 
role-playing exploration and strategy. It’s the type 
of game wives hate, but PBMers, have been waiting 
for” From Playtesting: Orion Nebula Preview, 
Paper Mayhem, Issue #38, Sept/Oct 1989. 

Steve Cotellesse: “Described as a science fiction 
simulation. I find the ‘NEB’ firmly rooted in 
science fact. A rich, detailed background provides 
realism without making it too complex. It is a 
universe based on real physical laws with limits 
and dependencies. I've rarely come across a feature 
or constraint that I felt wasn’t plausible or didn’t 
make sense. The same holds true for worlds I have 
explored and I did try to find flaws with the 
planetary system models. There are a few areas 
where realism is curtailed to maintain playability 

but I have no regrets in those instances where a 
trade-off was made. 

I know the Orion Nebula will be THE future 
universe in which my alter egos live and play.” 


Quest OF THE 
GREAT JEWELS 


cea) 


P B M A 
CHARTER MEMBER 


The third war of the Great Jewels is over, having ended with the intervention of 
the Powers-That-Be, but not before most of Zorplia was laid to waste and the 
greater part of its inhabitants destroyed. The Powers-That-Be have sealed the 
Great Jewels (talismans of immense power) in the Forbidden Cities and set 
enchanted armies to guard them, before returning to their endless partying in 
the Outer Realms. Only scattered remnants of the four peoples remain. Dragons 
and other terrors roam the land. Can you marshal your forces and come forth to 
be the sole ruler of Zorplia? Only one player can succeed! 


* * WINNER — BEST FANTASY PLAY-BY-MAIL GAME — ORIGINS 1985 & 1986 x x 


MONEY BACK GUARANTEE — Send us $10 for the starter package which includes 

rules, setup information, and coupon good for the first 3 turns. If at any time before 

completing the 3 turns you are dissatisfied with our game or service, we will give you a full 

refund of your $10, no questions asked. (You must return the rules package in resalable condition) 
Turn fees are $3.50 for turns 1 - 10, $4.00 for turns 11 - 20 and $4.50 for turns 21 - 30. 

No hidden charges. Completely computer moderated. EMAIL and phone in service available to assure you will never miss a tuin. 


Mail to: 

ZORPH ENTERPRISES 
P.O. Box 570-B 
Gibsonia, PA 15044 
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From Orion Nebula - The Game of the 90's Paper 
Mayhem, Issue #39, Nov/Dec 1989. 
Turn Fees and associated costs are: 


Setup Package $15.00 
Starship Turn Fee 6.00 
Ground Party Tum Fee 6.00 
Blackmarket Turn Fee 6.00 
City Turn Fee 9,00 
Starbase Turn Fee 9.00 
Scan per Line over 150 001 
Carryover Orders w/o Turn 3.00 
Battle Printout 1.00 
Printout w/o Turn 1.00 

1.00 


Duplicate Printout 


Orpheus Publishing Corporation 
PO. Box 26678 
Benbrook, TX, 76126 
(817) 249-1677 
CIS # 71350,2567 in PBMGAMES #2. 


GOOD LUCK IN THE NEB! 
PAPER TIGERS 


The Land of Karrus is a unique blend of tribal 
and fantasy/science fiction games. It is an open- 
ended wargame. Each player controls a group of 
fantasy creatures of one of three races: the primitive 
magic-using Karrutians, the high-tech bionic Hegi, 
or the disembodied, enslaving Utrians. The three 
distinct races provide some role-playing elements. 
But, unlike most open-ended games, there are 
definite goals for players to strive towards. The goal 
of attaining ever-higher levels of Wisdom is ac- 
complished through specific quests. Each quest 
increases a group's power. The ultimate goal is to 
find and win the Treasure left behind by the planets 
extinct rulers, the Old Ones. Completion of this 
final quest need not end the game. The advanc- 
ed player may choose to remain and reap the 
benefits of Wisdom. 

Curious about The Land of Karrus? Feel free 
to drop us a line. Ask any questions that you may 
have about the game or our company, Paper Tigers. 
We'll send you complete information and a copy 
of the latest “Karrutian Kapsule”, our player 
newsletter, ABSOLUTELY FREE! 

Our usual set-up includes two turns, as well as 
the group set-up and complete rulebook, for $10. 
Mention Paper Mayhem when you sign up to play 
The Land of Karrus and get four turns with your 
set-up! But hurry! This offer expires March 31, 
1990. 

Paper Tigers 
PO Box 1547 
Glendora, CA 91740 


SCHUBEL & SONS INC. 


We are happy to announce that Jolly Goblin 
Games, PO Box 398, Burlington Ontario, Canada 
L7P 1Y7 has renewed their license contract for 
Crusade. They have made some changes and the 


game should be very popular. 
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IceScape Games has contracted to run Global 
Supremacy from Canada. Their game should be 
running by the time this magazine is out. 

We at Schubel & Son have just purchased a laser 
printer. Our catalog has been redone and a new 
flyer for Global Supremacy has been designed. 
Never a moments rest in this business! 

StarMaster III has been released by our licensee, 
Patrick Price. The programs have been redone 
from stratch and many player ideas have been in- 
corporated into the game. Now is the time to enter 
to get in at the beginning of the game! Send your 
requests to us and we will forward them to Patrick. 


Schubel & Son Inc. 
PO Box 254476 
Sacramento CA 95865 


SIMCOARUM SYSTEMS 


ANATIONAL WILL is now open for sign-ups. 
ANW is a PBM game with an emphasis on 
economic decision-making. Players manage a 
growing economy of a country through labor 
allocation, taxation, trade, and production in 
several economic sectors. A country’s military is 
dependent upon the strength of the economy. 

Programming on our third game, FREEDOM, 
is continuing. We expect to begin a playtest 
sometime next Spring. 

Research on GUNS OF 14, our European cam- 
paign simulation of WWI has been completed. 
GUNS OF 14 will be our most complex game in 
our line. This game has drawn enough excitement 
among our players that two teams of players have 
already been submitted to us. Playtest for this game 
will not occur until late 1990 

GRAND ALLIANCE is growing. We are now 
collecting names for game #5. Game #6 will be 
open for sign-ups in February. 

To subscribe to our FREE newsletter is easy. Just 
send your request to us and we'll take it from there. 
Simcoarum wishes a good new year to all. 


Simcoarum Systems 
P.O. Box 520861 
Salt Lake City, Utah 84152 


TRIAD SIMULATIONS 
(Karl Zeimetz) 


I was talking with my wife several weeks ago 
concerning our company. She asked me why I 
named the company after myself. It was a very 
good question, and the only answer I could come 
up with was that I liked the name, my parents like 
the name, so it should be good enough for a com- 
pany. Well, that answer wasn't good enough (I still 
haven't learned how to handle women). She came 
straight to the point, why don't I use a new and ex- 
citing company name. Her argument was very per- 
suasive. Therefore, we will be operating under the 
name of TRIAD SIMULATIONS. What else this 
woman will have me do, I don't know. So when you 


see TRIAD SIMULATIONS in the next issue of 
Paper Mayhem don’t be surprised. 

TRIAD SIMULATIONS (myself) is now a 
member of the Play By Mail Association (PBMA). 
After five years of operation, I felt it was about time 
to gain some outside and professional recognition. 
This membership will be very supportive of the 
Play By Mail Industry, and I look forward to being 
involved. 

There are some current projects that you may 
be interested in hearing about. REALPOLITIK 
(the mini-version) has already begun. It is a com- 
pletely computer moderated world conquest game 
with 12 players. I am just starting it, and I plan on 
advertising in the near future. However, if you 
would like some information soon, please contact 
me. I would be glad to send an information packet. 

Project development is coming along on PLA- 
TOON LEADER. I have rewritten some of the 
programs again, and some still need work. Work 
is continuing at a steady pace, even though it ap- 
pears slow. It was about three years ago when I first 
thought of PLATOON LEADER. A good thing 
doesn't always come easy. 


WARLORD STRATEGIC GAMING 


Hello there! Allow me to introduce our com- 
pany. We are “WarLord Strategic Gaming", a 
relatively new company. You can find us up here 
in Gormley, just north of Toronto, Ontario, 
Canada. 

Our game, called *RULES OF ENGAGE- 
MENT’, is just emerging from its first major 
rewrite. By the time you receive this issue of PM, 
we should be finished and ready to go! 

“RULES OF ENGAGEMENT consists of ten 
players (later 6 & 20 as well), each of whom is the 
master absolute of their own nation, on a custom- 
made planet, of modern technology. Each nation, 
also custom-made, consists of between 30 and 60 
million citizens, and one of 9 different governmen- 
tal persuasions. 

Each nation, proportional to its population, owns 
a number of factories, civil & military airfields/air- 
ports, naval & merchant docks & yards and civilian 
air and sea fleets. The factories are all custom- 
designed, building military hardware of unique 
- and often very nice - designs. 

The first two months of the campaign are the 
Setup Phase, during which the nations are given 
a huge amount of money, with which to go forth 
and construct their armed forces, from the ground 
up. They buy products from their own factories, 
factories of friendly nations (only ‘friends’, no iron- 
clad alliances to begin), and wherever else they 
can think of to get their hands on what they need 
or want. 

Negotiations, for trade, alliance or otherwise, 
are undergone either through WSG, or direct with 
the other player, as they wish. 

Military airfields, and the armed forces when 
bought and/or built, are placed wherever desired 
and all that is bought or built during this Setup 


phase (manpower constraints) is done without 
regard for building times, etc., for this Setup period 
represents the acquisitions which took place before 
you ‘took office’ - although you already had total 
control! 

Now then - one has one’s armed forces bought 
and deployed in the field, the air and upon the sea. 
What next? 

Simple, You, as boss of your nation, represent 
not just the political elite, but also the Joint Chiefs 
of Staff! So, what do they do? Figure out how their 
shiny new armed forces will be used if/when the 
time comes to defend their nation! So, you sit 
yourself (or you and your advisors) down in front 
of your maps and such, and think up as many as 
possible different situations in which your arm- 
ed forces would be required to act to defend your 
nation. Describe the scenario, and the action to 
be taken. These defensive plans-sets are called 
Defensive Rules of Engagement (Def-RoEs). The 
more scenarios/possibilities you account for, the 
better! Submit all the Def-RoEs in the world you 
want - they are completely FREE!! 

But what's the fun of being passive and on the 
defensive, all the time? For a mere pittance, you 
can also put together and submit your best ideas 
for Offensive operations! Off-RoEs, much more 
fun!! 

RoEs, Defensive or Offensive, can be submitted 
anytime. Not just with your turn fee (cheap, might 
I add!), but whenever you think of one! 


Once ‘time’ begins, after the two-month (Ear- 
thtime) Setup phase ends, new concepts come into 
play, such as building times, taxation of the growing 
population (where the money comes from!), etc. 
RoEs keep being submitted, anytime at all. Each 
turn is one week of campaign time, with one month 
Earthtime turnaround. Why so long? Well, you 
need time to plan and consider what you are to do, 
we need time to resolve the battles and write reports 
(later), and Canada Post need lots of time to dilly- 
dally around! 

Combat happens where and when directed by 
an aggressor's Off-RoE. We flip through the Def- 
RoEs as submitted by the intended victim(s), and 
pull out the plan or plans most appropriate to cover 
the situation (if there isn’t one, we fake it). The at- 
tacker’s Off-RoE is superimposed (figuratively) 
upon the defender's DefRoE, and the resultant con- 
flict is resolved on the big and nasty computer Bat- 
tle Management System. Battle reports are then 
written up for all nations involved -directly and 
indirectly- from their respective points of view, 
and sent out with that turn’s letter. 

We are not fully computerised; nor do we wish 
to be. We intend to keep human beings an integral 
part of operations, except for combat, which shall 
be objectively resolved by the computer. We stress 
the availability of the WSG staff in asnwering ques- 
tions, giving advice, etc., any time at all. 

Other neat stuff included in “RULES OF 
ENGAGEMENT": open or closed-ended cam- 


paigns; Tournaments of Champions; thumb-your- 
nose-at-the-other-guy (or tell what REALLY hap- 
pened) in the each-turn Newsmagazine; covert 
operations; amphibious, airborne operations; 
nukes or no nukes - you decide!; random Special 
Events; and lots more neat stuff! 
Setup includes the big Rule Book, maps of the 
world, information on your nation, and more! 
Why not write us for more information, and 
before you know it, you'll be running your own 
nation! 
Thank you for your attention, and we look for- 
ward to hearing from you soon! 
WarLord Strategic Gaming 
P.O. Box 148 
Gormley, Ontario 
LOH 1GO 
CANADA 


PBMA 


The Play-By-Mail 
Association 


The PBMA Is a trade organization 


for the play-by-mall gaming Industry. 
If you would like FREE Information 
about play--by-mall gaming, write to: 


PBMA 
PO Box 431870 
Miami, FL 33143-1870 


Sp date C ombiat ista game of pure tactical) combat... 


but in a rather unique environment. 


“Space Combat is FUN! Easy to play, yet 
enough depth to keep any sci-fi PBM fan 
engrossed. The tactical laser-printed maps 
for the 2-D version really brings the game 
to life. TRY IT!” Tim Sullivan, FLAG- 
SHIP US editor 


“Well-designed, with a superbly written 
rulebook and laser-printed turnsheets, 
Space Combat is an casy-to-learn but chal- 
lenging game. Its innovative design 
rewards tactical brilliance while giving ne- 
ophytes plenty of opportunities to sharpen 
their skills.” J.W. Akers-Sassaman 


You'll) be fighting in an edgeless; contest zone aboard living: 
creatures: Space Combat is almost all! combat, with some 
room) for diplomacy. Offensive actions include the crea- 
ture’s Psychic Screams to) mentally disrupt others, 
launching Inverse Mines that will) implode near your, en- 

emy, freeing Spores to destroy internals, using Nerve 

Pulses to paralyze pesky scouts, and! Virally, Infect- 

ing your, opponent'in the hopes of taking over, 

their alien: Each turn comes with a special 

graphic printout of your, ending; position to; aid 


you in) planning. 


Space Combat was designed to be easy to 
learn, but difficult to. master. Every, game 
starts with ten players, and'as each is eliminat- 
ed, the chances) of the game ending will increase. Turnsheets are 
custom) made on' a, laser, printer; to aid’ you in filling out your next 
turn: The games) run about 12-16; turns. Cost is $3.50 pen tum, A 
rulebook (required before you can join) is only $1.00: 


SPECIAL OFFER: Send for a rulebook now! Mention’ that you saw, this ad: and 


you'll receive the rules for free. Enter a game by, Dec 31st, 1989) and play for eniy 
$3:00/a'turn: 


TWIN ENGINE GAMING 
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3254 Maple Leaf Gt, 
San Jose, CA 95121 


ORION NEBULA - THE GAME OF THE 90's 


This is the second of two articles relating to my 
experience in the Orion Nebula playtest which ran 
from January until the end of September. Part One 
dealt with the Orion Nebula in general and run- 
ning a Starship position. This article covers another 
position in the NEB: a City. In particular I will 
discuss the City “New Constantene.” Some infor- 
mation on the turn printout has been changed to 
protect my position and to reflect the changes in 
the printout since this turn was run. 

A quick refresher about the Orion Nebula. It is 

a science fiction simulation in a future universe 
that is solidly based on science fact, with real 
physical laws and limits. A game turn consists of 
150 Time Points (TP) with each TP equivalent to 
about 2.2 hours. Turns for all positions are pro- 
cessed simultaneously, TP by TP. In effect, the 
game operates in real-time’. Actions taken by one 
position in an earlier TP may have an effect on 
another's actions at a later TP. Because of the 
almost unlimited possibilities brought about by 
players’ interactions, no one can predict the out- 
come of turn events with complete certainty -not 
even the GMs. 

New Constantene, located on a planet with 
breathable atmosphere and moderate climate, is 
an “Open” City (akin to the cities on Earth). A 
City can be "enclosed" on those worlds that have 
a hostile environment by installing special environ- 
ment enclosures called “City Domes.” Cities can 
also exist in orbit of a world or in deep space, but 
are called Starbases. Enclosed Cities and Starbases 
have considerably more requirements for construc- 
tion and operation than an Open City. A City can 
be virtually any size, from a small village to a 
sprawling metropolis. 

Cities and Starbases are the source of supplies 
and support for all other position types, and are 
the economic backbone of their governments. They 
manufacture and provide the necessary equipment, 
fuel, refurbishment and upgrades for starships, 
ground parties and other positions. Their 
Spaceports contain Markets for trade and com- 
merce, various rest and relaxation centers for 
visiting personnel, and shipyards for repair and 
ship upgrades. All positions have the ability to buy, 
sell, transfer, and barter items with the City or to 
transfer to other positions. The City or Starbase 
ruler has control over the City Market which is 
where all buying and selling occurs. 

A City is populated by citizens and can have a 
compliment of military personnel to fly shuttle craft 
and provide for the City’s defense. Each turn, 
citizens are born and citizens die, with many factors 
contributing to the birth and death rates. The better 
you treat your citizens and the better the conditions 
under which they live, the more likely the citizen 
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Part 2 


by Steve Cotellesse 


population will grow. Military personnel (Officers, 
chiefs and crew) can be increased through training 
or recruitment. 

Like the Starship position, I use the printout 
results from the previous turn as the starting point 
for the next turn. We'll go step by step through the 
turnsheet pages working left to right, top to bot- 
tom like the Starship turn in the previous article. 
Just like Starship turns, you only need to fill in the 
Name, Account and Rank blocks, desired turn ac- 
tions, any corresponding transactions and special 
actions. All the other items on the turn sheet are 
left blank unless you want to make a change to a 
list or option. OPC makes the turnsheet easy to 
fill out by using the previous information as the 
default. 

The Player Name, Account, Position Type 
(Cities and Starbases use the same turnsheet), 
Name and Rank is where you let OPC know who 
you are and to which position this turnsheet 
pertains. 

Food Ration: The citizens and personnel of your 
City need to eat just as much as they need to rest, 
work and play. Food is grown by farming or 
hydroponics centers and is harvested each turn. 
The amount of food your people have to eat will 
effect their morale, efficiency, birth rate and death 
rate. I am leaving the current ration at .02 (dou- 
ble the minimal recommended), so I leave this 
blank. 

Percent Buy for MORE Credits and Percent Sell 
for LESS Credits: These options allow you to 
specify some leeway on the market prices you will 
accept when other positions buy and sell items at 
the market in your Spaceport. It is not necessary 
for the “customer” to know the absolute price of 
any items they wish to buy or sell. This is another 
example of how advanced the NEB really is. I'm 
not making any changes here so I leave it blank. 

Work Unit Breakdown: A City needs people to 
operate the production facilities (mines, refineries, 
factories and food production centers). The Ci- 
ty also needs maintenance crews to keep the in- 
frastructure in top condition. 80% of your citizens 
are available for work (the other 20% are con- 
sidered either too old, too young or otherwise 
unable to work) along with all the military person- 
nel assigned to the city. Each person in your work 
force can perform 1 Work Unit (WU) each TP. Just 
like the crew of a Starship, your work force has 
human limitations. You need to allocate time for 
Sleep and R&R, along with Production, Spaceport 
Center Operations, and Maintenance. 

Your city computers will recommend the 
minimum number of WUs you'll need to operate 
at the start of the next turn. The recommended 
WUs are listed on the previous turn's printout. 


Unless you want to change the allocations for some 
reason (retooling factories, accelerating repairs 
or maintenance, improving morale with more 
R&R, etc.), you can leave them blank and the 
recommended values will be used. This turn I 
chose to retool some factories and build some new 
Worship Centers so I increased the number of WUs 
for both Production and Center Support. I just add- 
ed the extra WUs that were needed to the recom- 
mended values and subtracted same from the R&R 
pool. I found out afterwards I didn’t need to ad- 
just the R&R number - the computer will do that 
automatically. 

Salaries: People expect to be paid for their work. 
The “All Others” encompass crew and citizens. 
Your citizens and personnel, along with visiting 
personnel on Shoreleave, will spend their money 
at the City Merchandising and Recreation Centers. 
This is one of the many features of the NEB’s 
economic model. I have already given everyone 
a raise so I leave these blank to maintain the same 
salaries. 

One side benefit to this “closed loop” of cash 
flow, is that you can readily tell if your people are 
spending their wages for illegal substances (i.e., 
drugs) outside the City: the printout will show a 
lower amount “Earned at Centers” than “Salaries 
Paid.” If this happens, chances are a Black Market 
is operating somewhere in your Spaceport. 

Allies Discount: You have the option of offering 
a discount at the City Market to those positions 
or Groups you list as Allies. I will leave my cur- 
rent discount of 40% “as is" by leaving it blank. 

Market Exchange: This is a surcharge your 
market will apply to transactions involving different 
governments’ currencies, assuming a trade treaty 
is in effect with that government. Again, no change 
- no entry needed. 

Broadcast Market Report: Positions can Request 
a Market Report from a City located in the same 
system as the requesting position. It is up to the 
City Ruler to decide if the City Market will broad- 
cast, Or answer any requests. New Constantene 
is willing to advertise its goods and services 
(already set to YES) and this option is left blank. 

Sensors: There are 3 different types of sensors 
that can be used and New Constantene current- 
ly has 100 of each. The printout shows all sensors 
are set to Scan (Short Range Scanning). Since I 
want to leave all of them still on Scan for this turn, 
I don’t enter anything here. 

Lists: There can be up to 10 entries on each of 
the first four Lists (Only Starbases can use the 
Tracking List). An entry can be either an individual 
position or a group of positions (guild, government, 
etc.). The Allies list is for those who will receive 


your Allies Discount. By clever management of 
your Allies list and Market Report “Restrictions,” 
you can “customize” your Market Reports for each 
customer by excluding certain items from the report 
to all but the desired positions. 

The interaction of the Enemy, Support and De- 
fend lists can determine whether you engage in 
combat and which side you’re on (aggressor or 
defender). Of course, you can end up in combat 
if you're attacked by someone else or be drawn into 
a battle without having initiated it. The Tracking 
List specifies what positions a Starbase will attempt 
to track with its sensors. New Constantene will not 
be adding or removing any entries from its lists 
this turn, so they are left blank. You don't have to 
use the Lists at all if you don’t want to. 

Market Message: This message will appear with 
your City’s Market Report - a good place to adver- 
tise that “blue light special”. No special sales this 
turn, so I leave this blank to keep my current 
message as is. 

Stock Market Orders: The economic model for 
the Orion Nebula even has a Stock Exchange. 
Governments may issue bonds and Guilds may 
issue stocks. Positions may buy and sell stocks, 
bonds, and even other governments’ currencies. 
New Constantene is not dabbling in the Stock 
Market this turn, so, you guessed it, I’m leaving 

it blank. 


Turn Actions List: This is the section where the 
orders for the City’s actions are entered. For the 
most part, Cities and Starbases in the NEB are 
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WORLD WIDE BATTLE PLAN - wins the Gamers Choice 
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one of over 220 possible countries & attempt to conquer 
the entire world! Send $1 for the rules to: Flying 

Buffalo Inc, PO Box 1467, Scottsdale, AZ 85252. 

(Please do not ask to be In a game untll you have a copy 


“passive,” meaning they are not required to per- 
form many “actions” to get things done. A City’s 
customers activate most commercial functions, 
and the citizens automatically provide most other 
services. A few things are left to the City Manager, 
however, including transfers of items from one 
district to another, requests for other cities’ market 
reports, computer downloads, shuttle actions, con- 
struction orders, and special actions. 

New Constantene will transfer some Fission 
Power Plants from its Warehouses to the Industrial 
District. While there are enough Power Plants for 
normal energy consumption, the turn printout 
shows that I am one Plant short for full Battle 
Operations. I will place four more Power Plants 
in operation to provide for this turn’s anticipated 
combat and to provide in advance for additional 
power requirements I know will be needed the 
following turns. The next three actions will use 
the City’s Shuttles to transfer Hydro-Carbon Crude 
and some repair parts to other cities on the planet, 
and pick up (transfer) refined Metals from the city 
that received the Crude. Next, some structures and 
various consumer goods will be moved to the 
Spaceport to build the Worship Centers there. 

After the above items are moved and the Centers 
built, New Constantene will try to attack an 
Outlawed Starship in orbit about the planet. I will 
use the Attack order to temporarily place the target 
at the top of my Enemies List. One of the reasons 

I first moved the extra Power Plants was so they 
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would be available later if combat occurred (run- 
ning in 'real-time' allows actions in earlier TPs to 
be considered in later TPs). The City will Wait for 
10 TPs to ensure its sensors will scan the intended 
target. (A position has to be scanned before it can 
be attacked. You cannot shoot at what you cannot 
“see!” From previous scan reports using all sensors 
on Scan, I know New Constantene will Scan the 
target several times within those 10 TPs). The 
reason I may not scan the orbiting starship EVERY 
TP is probably because it is in “EmCon” (Emis- 
sion Control) and, therefore, is “playing dead,” 
making it hard to maintain a sensor fix on it. 

The Attack order is turned off after the Wait - 
my plans are to try and cripple the ship, and there 
is no need to be constantly trying to attack it 
throughout the rest of the turn (this is only one of 
many ways combat can be initiated). A Special Ac- 
tion will be done to try and capture another orbiting 
Outlaw Starship with a Boarding attempt. Another 
Special Action will dedicate the newly constructed 
Worship Centers to the “Holy Mother,” patron of 
the Sarenga (a religious guild to which New Con- 
stantene belongs). Warp Logs will be Downloaded 
to a Starship and Access to New Constantene's City 
Market is granted to the same Starship. 

That finishes up the first page of the turn sheet. 
Aside from the Turn Actions, most items stay the 
same each turn and you don't need to re-enter 
everything turn after turn - just the changes. Now 
comes the second page for the transactions that cor- 
respond to any of the Turn Actions and any changes 
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to the City Market Report. 

Transactions, Transfers, and Barters: This area 
is used to list the items involved for any reciprocal 
transfers (authorizations of transfers initiated by 
others), New Constantene’s own “internal” 
transfers (moving items to an from various city 
districts), and pick-up or delivery manifests for 
my Shuttles. Barter must be used when two posi- 
tions of different Governments (without a treaty) 
wish to “buy or sell” items. The NEB's economic 
model is so complete that if two governments do 
not have at least a trade treaty, then positions of 
those Governments cannot trade in each other’s 
currency, because, without an official exchange 
rate, currencies have no value. Cities do not in- 
itiate transactions with non-city positions. Cities 
and Bases are passive when dealing with external 
positions. The “customer” initiates the transaction. 
Of course, the City Ruler can use reciprocal orders 
to limit quantities and specify areas to take from 
or deliver to. This way a City won't interrupt 
another position's commands by forcing a 
transaction. 

Market Report Changes: This is where you can 
add, change or remove goods and services from 
the City Market. Itis here that you can set different 
levels of “Restriction” to various items in your 
market. You can reserve items for your species, 
government, guild, Allies list, or any combina- 
tion of these groups. Once again, you only need 
to enter the actual changes for an item. If I only 
want to change the selling price of Thrust Engines, 
Ionly have to enter the new price «nd not re-input 
all the other values for Thrust Engines. No changes 
for this turn, so no entries are needed. Once you 
have your Market set up, it's easy to maintain. 

That's all for the second page. The third page 
covers your factory and refinery production, 
General Combat Options and Targeting Centers. 

Factory and Refinery Production Schedule: Your 
mines will automatically mine whatever deposit 

they are sitting on, but you need to refine the raw 
ores and minerals they mine into processed 
materials and fuels. The grade of the ore deter- 
mines the yield of your refineries. Factories use 
the processed ores and minerals to manufacture 
goods and equipment. Factories produce 1,000 
Cubic Units (CU) of finished items. If an item is 
5 CU then a factory can produce 200 of them per 
turn. Single or multiple Factories can operate to 
produce items larger than 1,000 CU with partial 
production carried over to the next tum. A Refinery 
or Factory can only process or manufacture one 
type of ore or item during a turn. Refineries and 
Factories must be retooled to change their output 
production. This turn I will retool some of my 
Metal Ore Refineries to now begin processing 
Hydro-Carbon, Fissionable and Trilenium ores. 
Iam also changing some Factory assignments to 
begin producing different items to improve the Ci- 
ty's defenses, This particular turn I am doing a lot 
of production changes. I normally do not retool 
this many factories in a turn. 
Space Defenses General Combat Options: These 
options shape your combat strategy. They cover 
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a wide range of categories and enable your officers 
to make decisions before, during and after combat, 
based on the parameters you set. I am making some 
changes here to adjust some options to try and crip- 
ple or disable the Outlaw ship I want to attack 
without completely destroying it. I only want to 
fire one Combat Targeting Center or CTC (I'll 
reduce the number of weapons in the first CTC - 
Cities pack a big punch), so I set the “Fire All 
Targeting Centers” to NO. Just in case another 
position comes to the defense of my target or the 
City is attacked by someone else, I set the “Fire 
All if Enemy Decks over” to 150. This way New 
Constantene will open up with all its weapons (I 
know from previous scans the Outlawed target is 
only 100 Decks) if the unexpected occurs. I will 
have the weapon crews target the Engine section 
of the ship to knock out its engines (keeping it from 
trying to escape) and the Fighter Pilots will con- 
centrate on the Command section to knock out the 
ship’s computers and support equipment. I will 
stop firing at the target once it has taken 12,000 CUs 
of damage - enough for the Engine and Command 
sections to be disabled without destroying the 
whole ship - or if the target is no longer moving 
(able to escape) and is not shooting back. With a 
few entries, I can tailor this attack as a surgical 
strike but still be prepared for any surprises. 

Combat Targeting Center Weapon Distribution: 
A City can have up to six CTCs. Each one is able 
to independently target and shoot at an opponent. 
New Constantene currently has three CTCs and 
is utilizing two of them. This turn I arrange the first 
CIC for the purpose of crippling the Outlaw Star- 
ship (reduce the number of weapons) and the se- 
cond CTC with the remaining firepower as backup, 
in case the unexpected happens. 

That finishes the third page of the turn sheet. 
The fourth and last page covers ground defense, 
special actions and questions. 

Defense Operations: You can rearrange the per- 
sonnel and equipment for your ground defenses 
as needed. I am leaving it blank as I will not be 
making any changes. 

Questions for Gamemasters: You can use this 
space for any questions you may have or for any 
Special Actions you wish to do. I will be doing two 
Special Actions this turn. The first is an attempt 
to board and capture a second Outlaw Starship or- 
biting the planet using the City’s military personnel 
and Shuttles. The GMs require that players be very 
specific in their Special Action instructions. Saying 
something like “Try to capture the Darker Sister 
with my Shuttles” just isn’t enough information. 
I must lay out the background, the resources I will 
use, the exact methods I will employ, and any ac- 
tions taken if things “fall apart.” 

The second Special Action is to dedicate the 
Worship Centers that were built this turn to the 
religion my guild follows. That's it for the last page 
which completes the turnsheet for this turn. The 
turnsheet was straight forward and easy to fill out, 
once I decided what New Constantene would do 
this turn. Information or actions regarding Lists, 
Options, Sensors, etc. need only be entered when 


you wish to make changes. The computer 
calculates the numbers I need to know and prints 
them with the turn results. This leaves me free to 
concentrate on the actions and creative aspects of 
that turn. 

Results for this turn: The top portion of the tum 
results printout provides a summary of the new 
status of the City. The inventory section reflects 
the amounts from my refinery and factory produc- 
tion runs and any transfers that were performed, 
This is followed by various listings showing current 
Combat Options, CTCs (including new military 
hardware that was manufactured this turn), Lists 
Defense Operations, Training, customers landed 
at the Spaceport, Warp Logs, Tech Data Packages 
(Level 2 is needed to manufacture an item). The 
current status of a research project that was started 
on a previous turn is listed. 

Next comes the Action Report, a TP by TP sum- 
mary of what occurred during the turn, including 
any actions initiated with the City by others. A 
Transfer Summary is provided so you don’t have 
to search for transfer actions in the Action Report. 
In reading over the turn actions, I see that some 
of my refineries ran short on raw materials (need 
to arrange for more raw materials or retool those 
refineries next turn). My turn ended (reached TP 
150) two TPs before the second Special Action end- 
ed so I know that Special Action will continue for 
the first two TPs of my next turn and that the last 
two turn actions (Download and Access) were not 
done. I also noticed that while my attack orders 
were in effect, there was no attack on the Outlaw 
Starship as I had planned. I found out later that my 
target was too elusive for the strategy I used and 
managed to avoid combat altogether. 

After the Action Report, a report on Economic 
matters is given which shows any trade treaties in 
effect, and Stock Market activity. The Financial 
Summary shows moneys the City spent or earned 
and its net revenue for the turn. 

Next is the Exploration, Event and Action 

Details. This provides any additional detailed in- 
formation and results of activities listed in the Ac- 
tion Report (the turn results are in a format that 
can be checked “at a glance” or studied in detail). 
It is here that the results of my Special Actions are 
detailed. I'll let you read the results of the “Boar- 
ding” action for yourself to find out how it went. 
It gives you a good idea of the lengths the GMs will 
go to provide depth and detail in the NEB. OPC 
has stated that, whenever possible, Special Actions 
are loaded into the processing computer with at 
least five possible outcomes. Depending on the 
real circumstances at the time the action is pro- 
cessed, one of those outcomes is chosen. In my 
case New Constantene's shuttle crew were able to 
take control of the “Darker Sister,” but not in the 
way I had planned. The GMs were careful to ex- 
plain the reasons why the boarding action could 
not be done “my way.” 

The City Market Report shows my current 
market. This is the same report that a position 
visiting the Spaceport, or requesting it from afar, 
would get from New Constantene, except that MY 


copy shows all items, including the restricted ones. 
While all positions have Access to Buy and Sell 
at the Spaceport, New Constantene has granted 
Access for unlimited transfers to four positions. 
Those positions that have been granted this Ac- 
cess are listed after the Market Report. 

The next three reports show the current produc- 
tion scheduling of the City’s Mines, Refineries and 
Factories, and what items were completed this turn. 
Note that food production is included with the Fac- 
tory list as a “manufactured” item. 

Any Government Outlawed positions are 
reported next, followed by the Sensor Reports. 
Since all Sensors were on “Scan” for this turn, I 
only get the Short Range Report. You can see that 
certain positions were repeatedly scanned at 
various TP intervals. Most of this is due to the fact 
that these positions are using EmCon to lower their 
detectability, and even 100 of each Sensor type 
won't “lock on” for the full 150-TP turn. The prin- 
tout ends with any Internal Communications - 
messages from the GMs, Guilds, Government 
leaders, or other positions. You also get your turn 
sheet back, a feature I like. 

Managing a City is a little more work than com- 
manding a Starship, but a City entails a lot more 
responsibilities. The computer does the number 
crunching for you, reporting on your turn results 
those things you need to monitor. Work Units, 
Energy usage, Structure and Support requirements, 
etc., are all summarized for you. As Mayor of a 
City, you still need to look after the wellbeing of 
your citizens, plan for growth, and keep tabs on 
your operations and maintenance requirements. 
Spreadsheet jockeys can do their thing, but you 
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don't have to immerse yourself in all the details if 
you don't want to. The game's structure is such that 
you can play at the level of complexity that is most 
comfortable to you, without giving up an edge to 
other players. While I do use spreadsheets for my 
games, I’ve been managing New Constantene with 
just pencil, paper and calculator, with no trouble 
at all. Just be aware you're interacting in a “real- 
time” simulation of a universe with all the subtleties 
of real life. 
Throughout the playtest, OPC has been very 
receptive and responsive to the feedback of the 
playtesters. The playtest has been a great ex- 
perience, as I have gotten to see the game refin- 
ed and polished over the months. I am impress- 
ed with the good job OPC does keeping players 
informed of what is happening, when new features 
are available, and the status of proposed 
enhancements. Their often-stated strong commit- 
ment to making the Orion Nebula one of the 
premier PBM games, and to OPC as a service- 
oriented company, is quite evident from the effort 
they put forth in polishing the game during playtest. 
Setups for the commercial release are scheduled 
to begin in December, with the first action turns 
processed in January, 1990. Setups cost $15, which 
includes the rules (which will be shipped by 
December 1) and your first three starship setup 
turns. Starship turns cost $6 thereafter, but there 
are a few ways to economize, including fleet turns 
and carry-over turns. Compared to the competi- 
tion, the NEB delivers more entertainment value, 
and is bound to set new standards in the PBM 
arena. 
I know the Orion Nebula will be THE future 
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universe in which my alter egos will live and play. 
For more information on how to join the commer- 
cial release, write to: 
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PORTION OF ORION NEBULA TURN SHEET 


SPECIAL ACTION 1 
NEW CONSTANTENE vs DARKER SISTER: BOARDING ATTEMPT 
Shuttles were launched in TP 077 for "routine cargo hauling purposes" 
in orbit. For 25 TPs flight paths included passing in close proximity to 
the Starship, Darker Sister, presumed abandoned. It was hoped that any 
crewmembers onboard the Sister would assume the shuttles were harmless and 
thus: ignore them. In reality, New Constantene’s shuttles were loaded with 
soldiers and armed citizens rehearsing a planned boarding/takeover attempt 
No radio contact was to be made with the Sister during these 


of the Sister. 
manuevers, however normal radio chatter between shuttle pilots would be 


staged to further "frost" the deception. 
The shuttles were divided into five mini-fleets of 100 craft apiece 
which would, at 2 to 3 TP intervals, fly passes near the starship, each 
As the exercises continued, it became 


pass a little closer than before. 
evident that, even at 5,000 meter distances, the Darker Sister would make no 


hostile or defensive moves. With 5 TPs to go before the boarding action, 
the shuttle pilots, more confident now, tightened their passes to 3,000 
meters. Then 2,000. Finally, 1,000 meters - still no reaction from the 


starship. 
One shuttle pilot, passing close to the crew quarters decks of Sister’s 


Command Section, reported light emanating from a few portholes, indicating 
that electrical systems were operationa] and that there might indeed be crew 


on the vessel. 
With 1 TP to go, the Shuttle Commander veered away from his mini-fleet 


and flew to within 500 meters of the Main and Cargo Sections of the 
Seeing no Shuttle Bay doors installed in Main, he realized this 


starship. 
And without the Sister having granted 


action would be no “piece of cake.” 
Access to New Constantene, the automated security systems in the Cargo 
Sona 


Section would not be rolling out a red carpet for the shuttles. 
the Commander jettisoned all weapons 


was either scrub the mission or 
on board, disabled all but one manuevering thruster . : 

He broke radio silence: "Alterian Starship, Darker Sister, this is 
Shuttle Commander Haskins of New Constantene. My personal shuttle is 
just outside your Cargo doors. We have had an engine malfunction and wish 
to dock with you to make repairs. My transport fleet has gone ahead without 
us, assuming we could re-enter the atmosphere and make it home. Would you 
help us? Over." No reply. Another TP slipped by. "Darker Sister, can 
you help us. We are unarmed and have only 2 TPs of Life Support left. 
Over." 

The shuttle fleets maintained their distance from the starship and 
continued their "routine" passes, awaiting the outcome of Haskins' "Trojan 
Horse" idea. The Sister's cargo door lights came on! The robotic docking 


arms extended. Haskins popped the thruster and inched into docking 
After the hiss of the air-lock systems had stopped, the cargo 


position. 
doors opened slowly to reveal the First Officer of the Darker Sister and 
Haskins stood motionless for what 


100 armed crewmen poised for the "kill." 
seemed to be an hour (about 2 minutes). The two officers just stared at 


each other. 
A smile came over the First Officer's face. "Well it's about damn 


time some Alterians came to our rescue! We've been holding our Captain 

in the brig for 750 TPs due to his negligence. Morale is low, and rations 
are about gone. Boy, are YOU a welcome sight! We've been sitting here 

in orbit all this time, under ship-wide mutiny, not wishing to land at 
Alteron for fear of incarceration. We understand the Sister has been 
outlawed along with our ally, Lister. We knew it was a matter of time 
before we either got blown away or boarded. At least we're in EMCON! All 
we really want is a Captain who knows his ass from a hole in the ground. 


welcome aboard!" 
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PORTION OF ORION NEBULA TURN SHEET 
Haskins radioed New Constantene that the Darker Sister had surrendered 
peacibly with the understanding that Mayor Dominion Tu will act to break 
the outlaw-status so that the starship may land and re-fit. Haskins made 
no promises, but he stated that, if the ship survived the rest of the 
turn, he would personally appeal to have any charges of mutiny dropped. 


SPECIAL ACTION 2 
NEW CONSTANTENE DEDICATES SARENGA WORSHIP CENTERS 
In TP 127, All believers in the Holy Mother of the Sarenga, as well as a 
few thousand onlookers and well-wishers, gathered in the square at New 
Constantene for dedication ceremonies. Five newly built Worship Centers 
were the focus of these celebrations. 


Festivities were heightened by the use of euphorics, (for religious 
purposes of course), and the blessings of the Holy Mother were evident 
city-wide as hundreds were hospitalized! No serious injuries were reported, 
however thousands are expected to have toxic hangovers for a couple days. 
The party is scheduled to continue through TP 002 of next turn. 


THE ORION NEBULA | CITY TURN RESULTS 


Copyright (C) 1988, 


STARDATE 4989.31 


1989 Orpheus Publishing Corporation 


City Name: New Constantene |Species: Alterian Turn Number: 


Mayor : Dominion Tu Govt : Alteria Xmit Market Msg: Yes 


Rank : Acting Manager Guild : Sarenga Emission Control: Off 


Citizens Morale E TS Population: 167,181 Allies Discount: ANS 


Citizens Efficency: 61 % Births/Transfers: 1,592 |City Built : 4989.03 
City Type : OPEN | 

Food Ratn: 0.020 CUs/Citzn |City Deaths: 64 |# of Landing Pads: 5 

Food Depleted: 6,542 CU |Spaceport Transfer Cap.: 2500 CU/TP/Landing Pad 


Percent Buy for MORE Credits O % [Original Mortgage : 2,000,000 


Percent Sell for LESS Credits: Current City Mortgage : 2,000,000 


Chiefs’ Salary: 0.4 All Others’ Salary: 0.2 


RECOMMENDED WORK UNIT ALLOCATION 


Officers’ Salary: 0.6 


Sensor Operations 


TOTAL WUs Avail / TP : 136,530 MM Wave Vis/ Micr 
Sleep : 34,133 |Sensor Type Radar UV/IR Wa 
City Maintenance a 2,600 


City Operations E 5,247 |Scan 266 266 
City Production : O |Long Range 
City Center Support =: 670 |Track 
Rest/Relaxation Pool : 93,880 


CITY STRUCTURAL 
CITY LOCATION 


REQUIREMENTS 
System: 011, O11, 012 Hex: 15, 28 City Structures Rad : yo” 484 4 
World "A Ttalr II Hex: 2t 2 General Structures Rad : 217,426 
Domes Required - o 
ENERGY STATUS UNITS/TP Life Supports Required : 1.672 
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WORLD WIDE BATTLE PLAN EARLY STRATEGY 


Iam writing to help new players in Flying Buf- 
falo's World Wide Battle Plan get started and avoid 
the usual mistakes that often bring a newcomer's 
empire to a quick halt. I'll even point out some of 
the mistakes I’ve made, though I may decide to 
make the same mistakes again. Foran introduction 
to the game, see "World Wide Battle Plan”, by 
David Webber in Paper Mayhem #34. 


TURN ONE 


Diplomacy is WWBP's strong point, and it can 
get expensive. The early turns are spent thinning 
out the players. Don't get thinned. Contact all of 
your neighbors, and all the major powers in the 
game before turn one. Just a letter will let them 
know you're a player, not a victim. Establish boun- 
daries with your neighbors. Players who fight early 
get split up later by those who were able to build 
armies and swallow up minor countries in peace. 
Players who don’t communicate are early victims. 
Don't be too quick to threaten war, a useful way 
to get a gang opposed to one player is to show that 


The emperor has died with no heir. 
The kingdom is in a shambles. Will you sit by 
and let others split the empire Into petty king- 
doms, or will you take up the sword to reunite 
the empire under your domination? 


The PBM game of conflict on a 

medieval island empire. Players control 
ships, archers, cavalry, footmen, leaders, and 
spies. The game can only be won by a player 
who balances economic planning, military 
strategy, and diplomacy in a limited intelli- 


gence environment. I 


For more information: 
P.O. BOX 409 » VALPARAISO, IN 46384 
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By James Eckert 


he's being very aggressive early. Most players will 
correctly perceive that player to be a potential threat 
to themselves too. Having “The Law” on your side 
is often important. 

Building: Don't build industry on tum one (never 
build dollars). You can get industry much quicker 
by taking minor countries. Wait until all the minors 
nearby are gone, and your Industry multiplier is 
up around 33. Build armies and whatever else 
you're good at, AirForce or Navy. If you have a 
good antimissile multiplier, build up a good quan- 
tity early. They last all game unless used defen- 
ding against missiles. If a single missile hits your 
industry you lose ten industry the next turn, seven 
the tum after, five the turn after that, about thirty 
before you've recovered. Many players who haven't 
been hit early think it's a waste of industry. Hit them 
with missiles and ask them about it later. Don't let 
it happen to you. If you can't build antimissile, get 
them from allies through a trade, soon. 

Military: You can't attack on turn one but there 
are still fights at sea. Nonetheless you should 
always keep your navy and AirForce at sea. Sea 
forces get two attacks if they start at sea and they 
attack or support a land space. Get your money's 
worth out of these forces. Army at sea generally 
have a much wider selection of targets, and can't 
be hit by missiles. Try to establish the perimeter 
of your empire first, and take any interior coun- 
tries after. On turn one move your forces into posi- 
tion for turn two. 


Control of Minor Countries: Spend virtually all 
of your money on minor countries on the first turn. 


Maybe spend $4 on researching industry. Put big 
bucks ($10+, although $50+ isn't unheard of for 
achoice minor) into the most valuable ones and 
the ones near you. You can't afford to be surround- 
ed by enemies on turn two. Spend $1 or $2 on 
minors farther away in hopes of picking up a 
bargain and going out to get it, but don’t waste 
money on countries you can't reach by turn three. 
If you want a country but don’t have the money, 
consider sending forces. Antimissile are worth the 
same as $3 when given to a minor, and are yours 
again immediately when you conquer it. Armies 
are worth $2, but you have to kill them to capture 
the country. Use only in emergencies. 

Spies: Send spies to all areas of concern to you, 
three or four to hotspots. Use counterspies spar- 
ingly. Many players know your staring values 
anyway, so you've got very little to hide. 
Counterspies are one shot deals, save them for later 
turns. 


RESEARCH 


I need to point out the importance of research, 
and explain it, because the rulebook explanation 
is somewhat incomplete. Research is the key to 


long term success in the game, and you must 
understand it thoroughly. You don't need to invest 
heavily right away. However, the sooner you start, 
the better off you'll be. 

As the rules point out, research is done by spen- 
ding dollars ($) on an area to increase your 
multiplier in that area. You have a separate 
multiplier in each thing you can build, Army, Navy, 
Missile and so forth. This multiplier decides how 
much of that item one industry can make, in hun- 
dredths. If your multiplier is 100, you can make 
one with every industry you use, if it is 25 you need 
four industry to make one of that item. Each player 
also has a Research Factor, which he is never told, 
which is different for each item you can manufac- 
ture (though some may, of course, happen to be 
the same). The $ you spend on research will in- 
crease your multiplier in the area chosen by a for- 
mula which is: the Square Root (sqrt) of the dollars 
spent divided by or multiplied by your Research 
Factor in that area. If your factor is sqrt divided 
by two (sqrt/2), then $4 spent on research would 
increase your multiplier by one. The square root 
of four is two, two divided by two is one. One dollar 
spent will have a 5076 chance of an increase of 1. 
The square root of one is one, divided by two is 
-5 (fractions are treated like odds). $16 gets you 
an increase of 2, $36 — 3, and it takes $64 to get 
an increase of four. As you can see, you are bet- 
ter off spending a little each turn than spending zero 
for several turns and then trying to catch up. Many 
important factors have a research factor of sqrt/2, 
but most players will have at least one that is sqrt 
or better. Other common factors are sqrt*l.1, 
sqrt*1.25, sqrt*1.5, even sqrt*2! 

Research strategy: Since researching spies and 
counterspies only saves you $, not industry, don't 
bother unless your multiplier is 25 or less, even 
then don't spend much each turn. If your missile 
multiplier is zero you probably can't research it, 
and if you start that low (even 5) you'll spend too 
much for too long for it to be worthwhile until you 
have money to burn. Trade for missiles. The most 
important thing to research is industry. One of the 
reasons is that its multiplier starts so low (20 or 
25), and the result of research doesn't depend on 
the current level of the multiplier. If you get an in- 
crease of 2 and your multiplier was 200, you've 
got an increase of 126. If you old multiplier was 
20, then an increase of 2 would be a boost of 10% 
for the same dollar cost. If concentrated on, you 
can have an incrase in your industry multiplier of 
ten to fifteen in just five turns, that's an increase 
of over 50%. Once you get your multiplier to 50 
or above, you're ready to do some real building. 
At that level, using ten industry for one turn gives 
you fifteen to use for the rest of the game. Not bad. 

You can more than triple your industry in three 


turns. 


TURN TWO 


Take the minors you control if at all possible. 
The sooner you control them, the sooner your new 
industry and AirForce will begin to recover from 
suppression. This is where many new players make 
their errors. You order the minors you control to 
build the forces you want. Forces built on a turn 
will defend that turn, you cannot order them away. 
So don’t build Army or AirForce. Navy is great 
if you attack over land, it won't defend and it will 
be available immediately. Army must be destroyed, 
AirForce will defend against you and will be sup- 
pressed, but Navy will be yours on turn three. 
Missiles and antimissile are the same as Navy in 
this respect. 

How To Do It: The key to army battles is to have 

your enemy divided into as many forces as possi- 
ble. If you own two minors next to each other, have 
them attack each other with armies. If not, con- 
sider having them attack another minor country 
(perhaps agree with an ally to have adjacent minors 
attack each other). Try to have the defending forces 
divided into as many groups as possible. An ar- 
my of twenty attacking a defending army of twenty 
will be wiped out. If, instead, ten defenders attack 
an undefended country (they cannot conquer, but 
they take no losses either), and ten stay behind, 
you will lose only five in the first battle taking the 
country, and seven in the counter-attack when the 
armies you sent away return. You then have eight 
armies and a new country. If you can kill some by 
having them attack another minor, you cut your 
losses still further. If you can have more attack or 
support yet another country, you reduce them even 
more. REMEMBER: always give minor armies 
the order to attack AB, not conquer, AC. A con- 
quer order will always be an error, and you'll have 
to defeat all the armies at once. By dividing the 
forces you fight you can drastically reduce your 
losses. 

Always order the minor country's AirForce to 
support or attack elsewhere, have them help you 
conquer another minor country! If you don't they'll 
stay and defend against your attack. If you attack 
by sea, order the navy to support a sea space, or 
else you will have the same problem. 


Be sure to cover your backside. Don't send out 
so many forces that you can be taken on the second 
turn. You should have full information on all sur- 
rounding areas, prepare for any potential attack. 
If you home is conquered, even if your armies 
retake it after attacking elsewhere, all your industry 
is suppressed. On turn two (or three) (or four) this 
means death. 

Start or continue your research into Industry. 
Test out all your research factors (except spies and 
counterspies) by turn three or four. A good way 
to see what your multiplier is would be to spend 
$4 on the area and check the increase against the 
chart below: 


Increase As A Result of $4 Spent Your Research Factor 
1 sqrt/2 
2 sqrt OR sqrt*1.1 OR sqrt*1.25 
3 sqrt*1.5 OR sqrt*1.25 OR sqrt*1.1 
4 sqrt*2 


Only experimentation, or very large expen- 
ditures, will tell for sure what your multiplier really 
is. There may be other possible factors, but these 
are the common ones. Most players will have at 
least one good research factor, sqrt or better. Don't 
wait until turn five to find out what yours is. Find 
it and use it. Even if you have a major factor (A, 
F or N) that is sqrt/2, spend at least $1 every turn 
on it. This is a cheap way to get a shot at an in- 
crease. Your should always research industry. 


OTHER TIPS 


Dollars can be spent to undermine an enemy at 
home and cause revolt, or to prevent revolt at home. 
Using $ as propaganda against an enemy is only 
effective if done simultaneously by several players. 
However, spending at home will prevent you from 
being an attractive target for others to do this to 
you. One dollar spent on home country gets you 
an increase in popularity of 13 or 14. Since your 
new acquisitions start with a popularity of 100, this 
can mean quite a lot over, say five turns. You can 
get an increase of around 70 in five turns for $5, 
it would cost you $30 to get that in one turn. 

Information means survival, at least the lack of 
it means death. Keep at least one AirForce or Navy 
(or Army, I suppose) in every sea space that is near 
you or important in other ways. You need the ad- 
vance warning of approaching forces. Keep a good 


network of spies. It is a good idea to split up this 
job among several close (and dependable) allies. 
All of the information on a battle can be yours if 
you have only one Navy, AirForce or Army involv- 
ed. If you see a likely spot for battle near you, send 
one force to attack or support. You'll find out ex- 
actly what was involved in the battle. 

Watch the map. FBI's report is easy to get us- 
ed to and contains no garbage, but movement 
doesn’t jump out at you. Keep a map and keepa 
close eye on who's moving where and against 
whom. Battles usually contain the largest part of 
a player's forces, the rules favor big armies crushing 
little ones. You can get a lot of information without 
spies by reading your reports carefully. Send a letter 
or 3x5 card to any non-enemy winners con- 
gratulating him and suggesting that you talk. He'll 
like the notice, and you need to talk to the survivors 
for later in the game. 

Never declare an ally unless you are sure of what 
each of you have agreed to. The rules impose big 
penalties on those who trust too easily, and big 
rewards for the successful backstab. Don't get 
stabbed because you thought the deal was forever 
and your former ally said only until further notice. 

Talk to the big countries early. These are pro- 
bably veteran players who know a lot about what 
countries are worth and what other players are like 
(many WWBP players are in several games at 
once.) This information will prove valuable, and 
most people can't resist the temptation to show how 
much they know (me for instance). 


CONCLUSION 


Iwas tempted to point out some unrealistic points 
in the game, but I won't because they're not worth 
discussing. This isn't a simulation. If you're looking 
for an exciting, fairly complicated strategy game 
that rewards planning and requires diplomacy, this 
should be at the top of your list. 

Oh, yes, my mistakes. If my first game I spent 
half my money on research first turn, though I took 
the countries near me. I also was in two wars by 
turn two. Don't get involved in battles early, it 
weakens both players for later destruction by 
others. But it does keep the blood flowing. 
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Close But No Cigar (Which Is OK, Because I Don’t Smoke) 


Somewhere between 2 years and a lifetime ago, 
Idid a piece on RSI's Hyborian War. In that piece, 
Iused my experiences in two different games as 
a backdrop for a comparison of large and medium 
kingdoms. Shortly after the article, I dropped my 
medium kingdom. I decided to stick with the large 
position, (Vendhya) until the end, though. Well, 
after almost 50 tums, game 38 has come to an end. 
The good news is that I captured 2nd place. The 
bad news is I don’t think there were more than | 
or 2 other players left. Oh, well. At least it was a 
learning experience. The winner was Khoraja. My 
empire was at least twice his size, but in Hyborian 
War that is not the only determinant of victory. 
Khoraja is a small kingdom, and his improvement 
of his position was superior to mine on a relative 
basis, making him the victor. What does this teach 
me? Next time I play HW I am going to play a 

Small Kingdom. Why not? It is the least expen- 
sive position, (which is not the same as inexpen- 
sive, however,), and it gives you an advantage in 
that if you can make a success of your kingdom 
you have an advantage over a larger kingdom 
because you are being compared to a lower base 
when your improvement is being measured. 
Iran into 2 problems playing my large kingdom. 
The first is that I never had anything close to 
enough characters to manage my empire. At least 


By Mark Sheron 


14 my provinces had no rulers, and I never had 
enough leaders for my armies. 
The other problem is that because of my size, 
I spent the last 10-20 turns trying to fight a 3 front 
war, (4 if you count naval battles), all against com- 
puter controlled provinces. I was never able to con- 
centrate enough forces in one area to get on a roll 
and take an entire area between peace years. 
Still, I have to admit that I had fun with a large 
kingdom. I still believe that if money is not a con- 


Lat 


straint, and you'd rather have too many choices than 
too few, you should be playing a large kingdom in 
HW. 

One final note, with my last turn, I got a full size 
map colored to show the endgame positions of my 
empires and Khoraja's. I do not know if that is nor- 
mal, but if it is, I think it is a nice touch, from a 
company that has taken its lumps over customer 
service. 


Paul Brown of Reality Simulations at Gen Con. 


A NATIONAL WILL GRAND ALLIANCE 


“A National Will” is a computer moderated play-by-mail game 
where each player runs an economy of a country. Players make 
decisions on production, labor allocation, revenue, trade, ect. 


The strength of a country’s military depends on the vitality of its 


economy. 


To order the rule book and take your first turn, please send $6.50 or 
$3.00 for the book only with your name and address to 


Simcoarum Systems 


“Grand Alliance” is a fully 
computer moderated play- 
by-mail game which involves 
the battle of survival between 
human and alien races. 
Players represent either a 
member of the human race 
or of the alien race with the 
universe as a selting. The 
ERU is played on a map of 
three parallel levels where 
each level is composed of 
240 planetary systems. Each 
player must solve military 
and political problems within 
their own camp before war 
can be waged effectively 
against the opposing race. 
Each side is faced with the 
same situations and 
problems to overcome. 


To order the rule book and take your first turn, please send $5.00 
or $2.00 for book only with your name and address to 


P.O. Box 520861 + Salt Lake City, Utah 84152 


Turn fees are $3.50 


Turn fees are $3.00 


PBM ACTIVITY CORNER 


ADVANCED GAMING ENTERPRISES 


CRACK OF DOOM 
At Andar several alliances quickly responded to the 

threat posed by the Bloodguard in their attack and subse- 
quent blockade of the city. The first battles were initiated 
by the Circle of Steel alliance. The East-Mark Eored 
(Humans) led the attacks and fought the Bloodguard to 
adraw. They were followed by the Grey Robesmen who 
were repulsed with heavy losses. The Slap Happy Ogres 
followed up the assault but their battle also ended in a 
draw. Several days later the Black Thornes Humans of 
the Legions of the Light alliance attacked and crushed 
the tired remnants of the Bloodguard, breaking the 
blockade and apparently ending the current threat to the 
city. Celebrations were declared throughout the city and 
the Black Thornes were declared heroes! 

More trouble erupted in the West as the Gnoll faction 
of the Chaotic LOOT alliance began to flex their muscles 
at the city of Hampton. In a well-coordinated assault 
several Gnoll armies were able to completely annihilate 
the Lawful Elves known as the Emerald Enchanters. The 
battles opened with an assault by the 4th Legion of Hor- 
ror who were able to completely crush the Elvish army 
(eliminating over 200 warriors alone!) and capture many 
of the defenders' possessions. Next the Renders and 
Eaters moved in slaying hundreds of all but helpless Non- 
warriors including the Elfin leader Lithana Wanderlust. 
Finally the Duuk-Tsarith completed the destruction of 
the Emerald Enchanters and looted the remainder of their 
possessions. Outraged by this terrible attack on peaceful 
traders and the obvious disdain for the city’s hard line 

against such marauding, City Leader Dunbar Swiftsword 

ordered the entire LOOT alliance banned from trade at 
Hampton! He is also said to be recruiting mercenary ar- 
mies to launch punitive attacks against the perpetrators 
and to avenge this assault on peaceful traders. 
CTF 2187 

Game #40: Turn #7 was the final turn of this generally 
lopsided contest and saw Side #1 rapidly expanding their 
lead to win the game. This turn also saw the end of Cadet 
Stingray as his Reaver exploded after taking a Battle 
Blade thrust through the Right Front Torso from Cadet 
Jason Youngblood’s Cutter. The best Bot Victory Rating 
was 3.63. 

Game #43: Turn #6 saw Side #2 making a minor com- 
eback as they desperately tried to turn this game around. 
Major Rick Stinger rapped up his second CP Kill (which 
ties the record) with the destruction of Command Post 
#2. With both CPs out of the way the only targets left are 
enemy Bots. This could get hairy! The best Bot Victory 
Rating is 2.26. 

Game #44: Turn 45 saw heavy fighting all over the 
map as the battle for first place intensifies. This game 
is turning into a close three-way competition for first 
place with Side #1 trailing far behind. Next turn is likely 
to see the destruction of Command Post #3 under a flurry 
of Battle first blows from Cadet Minoru Kurita’s Mauler 
(unless, of course, the Ravager behind him becomes too 
much of a distraction). The best Bot Victory Rating is 
3.50. 

Game #45: Turn 45 saw Side #1 once again expanding 
their lead despite increasingly determined resistance. 
The battle is becoming more fluid as both teams once 
again begin to display some aggressive maneuvering 
which is resulting in an increasing number of back shots. 


This game is proving a bit unusual as neither Command 


Post has yet come under fire. The best Bot Victory Rating 
is 1.44. 


Game #50: Turn #2 witnessed some excellent scor- 
ing by all four teams and saw the ratings develop into 
essentially a three-way tie for first place. Side #2 is cur- 
rently trailing the pack but is in an excellent scoring posi- 
tion for next turn as they prepare to launch preliminary 
attacks on Command Post #3, the only CP that has yet 
to come under fire. Next turn may see the destruction 
of Bot #3, a Reaver, who has been taking a tremendous 
beating from Side #3. The best Bot Victory Rating is 0.76. 


BATTLE-MAGIC GAMING 


INTO INFINITY 
Master Race News 

A large Qua fleet destroyed a Polgaz fleet attacking 
a Qua colony. Heavy losses were taken by the Qua in this 
battle. 

The Qua recaptured a colony planet from the Bilons, 
but took heavy fleet losses as the planet was bristling with 
missiles! 

Beta News 

Dark Lords attacked the Hellborn HSS, blew their way 
through fleet and parsec defenses, then went on to con- 
quer the Hellborn HW. 

Gamma News 

Choice of Elven colonies fleets swooped in and att- 
cked the Onyx HSS. They destroyed light system defenses 
there. Choice went on to blow away on Onyx fleet over 
the HW and assaulted the HW. The surface battle still 
rages at this time. 

Elven went on to attack another colony and inflicted 
heavy damage on it. This colony is holding on by it’s 
fingernails. 

Zeta News 

The Death empire has captured the Bjorgian HW and 
another colony in their Jihad against them. 

In a surprise strike the VAM empire attacked and cap- 
tured the Black Star HW and another colony in their HSS 
after blowing away modest system and planet defenses. 
Delta News 

Doombud and EPT blew their way into the Krill HSS, 
past fleets and moderate defenses and conquered the Krill 
HW. They also destroyed the Krill empire and in the pro- 
cess by blowing away the last two Krill main fleets. 
Rho News 

Melchizedek blew away a Blackmoor colony in an 
outlying SS. 

Etheria warped a massive fleet into the Blackmoor 
HSS, guns blazing to attack the Shining Light and 
Rhogue Warrior fleets there. When the smoke cleared 
all fleets were still there, but both the Shining and Rhogue 
fleets had eaten heavy losses. All planets still in 
Blackmoor hands. 

The badly battered Shining Light and Rhogue War- 
rior fleets fled the Blackmoor HSS. Etheria pursued them 
using FEFR and caught them as they merged with friend- 
ly fleets, one containing Dreadstars. In the ensuing battle 
Etheria fought all four fleets to a standstill over a Borg 
colony. A small Borg mining fleet watched the action 
and took wagers during it. 


ATLANTRIX 
Obituaries 
Fergus Greywolf, #341, killed Sardeth, 4173, in a death 


challenge on block 53, earning his 2nd star. 
Sardonias, #57, killed the 1-Star fighter Tomato, #303, 
in a death challenge on block 42, earning his 3rd Star. 
Other News 
Ped Xing, #390, and Vonda, #164, recently got married 
after Ped was mysteriously brought back from the dead, 
somehow. They spent their wedding night at the Adven- 


turer's Inn, where Vonda bought drinks for the house to 
celebrate. 


ATLANTRIX'S PIRATE ISLAND 
Deaths 

Another member of the Gryzills party was killed by 
a large animal. 

#361 Michael Storm earned his third star in a death 
challenge with #518 Archibald. 

#076 Etu was killed by #587 Marcus in a barroom fight 
Marcus is not being charged for the killing 

The Old City Tavern is closed for repairs due to ex- 
cessive damage caused by several fights occurring within 
a short time period. It will reopen in a fort-night. 
Obituaries 

Kelsey the Fair, #388 killed Ludwig, #585, in a Death 
Challenge on block 108, earning her 2nd Star. 

Bite Me, #362, killed Fanny, #018, in a Death Match 
in the City Arena, earning his 2nd Star. Both were 
graduating from Gladiator school. 

Lord Thrax, 4322, killed Fellan 4018, in a Death 
Match in the City Arena, earning his 2nd Star. Both were 
graduating from Gladiator school. 

A large party of fighters, led by Obsessed, #351, 
recently entered a cave. They have yet to come out..! In- 
cluded in the party are Cenduro, #326; Sandra, #122; 
Scythe, #382; Alamzer, #385, Silver, #364; & Jar Ster, 
8354. 


BLUE PANTHER ENTERPRISES 


Empires for Rent, Playtest Game #1 

The cast of characters has been assembled and has 
begun its tentative exploration of this new form of the 
Zeta Cluster. Although none of the races have met of- 
ficially, a shady intragalactic society known only as 
GOLF (Galactic Organized Liberation Front) has already 
begun auctioning off unoccupied sectors to the highest 
bidder. What is their agenda, and what part do they play 
in the survival of each race? 
The Final Campaign, Game #15-19 

"Urban Defense" scenarios. These games are in 
various stages of completion, with the advantage being 
gained and lost literally from turn to turn. We will be 
zeroing in on these games next issue. 
The Final Campaign, Game #20 

This is the first full length play of Scenario #3, “Ice- 
teroid" and although the fighting is already half over (cur- 
rently on tum 9 of 15), there is no indication that the com- 
batants are aware of that fact. It all stared out innocently 
enough. A Rykan survey ship found signs of an ancient 
wrecked ship in the middle of a small asteroid, Around 
the same time, a Crimson Crunchy patrol picked up the 
same signs. Both sides assembled makeshift forces in- 
cluding any and all available mercenaries in the secs 
and converged on the object of interest at rough» e 
same time. The blood of more than two mees would 
spilt before this day ended. 

The Crimson side landed near the north x 
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hulk. The Rykans had other ideas about who “owned” 
it and immediately opened fire. What both sides failed 
to take into account was the fact that the excess heat 
generated by their weaponry and even by standing in 
place would be enough to melt the ice and even cause 
spontaneous combustion, with devastating results. Both 
sides soon realized the error of their ways, spread out 
their forces and began to hammer away at anything that 
moved. The Rykan side discovered that after a hex ex- 
ploded it did not explode again, and what remained made 
pretty good cover. Makeshift “strongpoints” were quickly 
established. The tide of battle began to turn. One of the 
Crimson commanders somehow figured out how to mass 
fire effectively and the lesser trained units of the Rykan 
side began to show signs of weakening. What was once 
a lonely ice-covered asteroid is now a steadily 
disintegrating piece of rock of dubious value at best. Both 
sides seem intent ona fight to the finish, regardless of 


the cost... 


CLEMENS & ASSOCIATES 
UNIVERSE II 


Quadrant XXI 

After the attack last month in which the SCS Nebula 
was destroyed, the ships of the SCS have been patrol- 
ing the area looking for Wanderers Alliance ships. Late 
last week their diligence paid off when the SCS Orion's 
Flame located in the UES Hedgehog/WA. The SCS ship 
immediately attacked, crippling the power supply on the 
WA ship. Before the WA ships could respond to the threat 
the Orion's Flame attacked again, destroying the only 
battlecruiser accompanying the Hedgehog. Before the 
final blow could be struck the WA ship used its propul- 
sion pods to escape. 
Quadrant XXII: 

All was calm in the quadrant this month. The Expedi- 
tionary Forces have established a colony on the site of 
the destroyed Astropolis. A heavily laden cargo ship has 
arrived with trade goods, factories and other equipment. 
The ships which claimed victory in the destruction of 
the fortress have loaded all the precious metals and gems 
they could carry and have started for the nearest trading 
star. With such a bonanza it is likely that the EF will not 
find it necessary to venture far from their own territory. 

CELESTREK II 

The explorers and traders in the Aungchow galaxy liv- 

ed with each other in harmony during the past month. 
Merchants came and went from the various government 
trading bases and the independent bases established by 
the alliances without anyone molesting them. The col- 
onies are so dependent on being supplied with factories 
and credits, the colony operators wait anxiously if their 
supply ships are even a few days late. 

Ships trading peacefully at the trading base in Chaku-I 
during the month had no indication that a raider was 
operating in the fringes of the galaxy. The Harvester had 
been operating on general attack for some weeks, sear- 
ching for small explorers and miners. Finally, the scan- 
ners showed a vessel moored near an asteroid. The 
Harvester bored in, missile banks ready. The unsuspec- 
ting Sirius was caught off guard. The first salvo paralyzed 
the small exploration ship, destroying most of the active 
pods. The escape pod had barely cleared the ship when 
the engines exploded. The Harvester salvaged all that 
was not charred. 

There is a rumor that the Andronicus, one of the most 
feared of the pirates, is sitting crippled in an asteroid field. 
If this is true, the salvage value of the massive ship would 
make a starship commander very wealthy. On the other 
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hand, if it is not sufficiently crippled... 
TERRA II 

Last month we reported that the spearhead of the Istari 
invasion forces, the Rogue Lions, had attacked the village 
of Helms Deep which was located about one-hundred 
miles east of Diwal in the mountains. The following week 
the Rogue Lions were attacked by the Dorsai army, and 
while reeling from this blow, were attacked by the 
Lepidus army. The Lepidus cavalry trampled the Rogue 
Lion army and charged into the unprotected camp. They 
caught the fleeing tribe and killed all of them. 

Two weeks later the main Istari invasion force arrived 
at the village from the west. The two tribes in the area, 
the Dorsai and the Lepidus, were situated so that ap- 
proaching tribes would be attacked by the Dorsai army. 
Once they passed the Dorsai, a neutral tribe, they could 
then attack the Lepidus, a Slamdance tribe. First to arrive 


was the Goingsnake army. They brushed aside the Dor- 
sai troops with no losses and attacked the Lepidus ar- 


my. After the first bloody phase the Goingsnake army 
retreated, allowing the Lepidus cavalry to race into their 
camp, taking captive many of the Goingsnake women. 
Next to arrive was the Comsewogue army. When they 
met unexpected losses at the hands of the Lepidus cavalry, 
the Comsewogue army also fled, leaving the jubilant 
Lepidus horsemen free to capture more slaves. The 
Valkure army took more time with the Dorsai army, for- 
cing them to retreat and allowing the Valkure calvary to 
raid the camp. The Valkure army then attacked the 
Lepidus camp with hundreds of bowmen protected by 
a thin screen of cavalry. The bowmen killed almost two- 
hundred and fifty defenders, but the accurate Lepidus 
archers wiped out the Valkure cavalry screen. Then the 
Lepidus charged forward to avenge their losses. They 
ripped into the Valkure bowmen, killing almost three- 
hundred and fifty. 


CUTTING EDGE GAMES 


MUTANT WARS 

Game one: Turn 16 

The blood is flowing in the northlands as the Darklords 
and the Byteheads clash for dominance. Vast quantities 
of land are changing ownership as players quest for easy 
victims. Rumor has it that some one has broken the fifty 
strike team mark. 
Game two: Turn 9 

The armies are moving and campaigns are well in mo- 
tion. There is bloody fighting in the south and nuclear 
activity in the midlands. An unknown player has just built 
his fifteenth strike team and there are quite a few others 
right behind him. 
Game three: Turn 6 

The eliminations continue!! The Weepers were van- 
quished as the weak fall prey to the powerful. The en- 
tire land is in battle as the players race for the few un- 
conquered regions of land. 
Game four: Turn 4 

The players are establishing their armies and preparing 
for upcoming campaigns. There were numerous probing 
attacks in the south and border disputes in the Midlands. 


DRAGON GAMES 
KINGS 


After a fierce fight for the capital city, the country of 
Eire has been conquered by Drakkar. The ruler of Eire, 
Ard-ri Brian Boru was publicly executed by Drakkar 
troops after he was arrested during a house-to-house 
search of the city. Leaderless and helpless, the remaining 


cities in Eire will surely fall before the might of Drakkar. 

Alkron is once again torn by battle. This time, Thor- 
bardin forces have invaded to destroy the occupying Mor- 
dor garrison. Over 20,000 of Thorbardin's best invaded 
the country and have met with great success against the 
famed Mordor cavalry. However, Mordor has enlisted 
the aid of Demons and the last battle fought saw terri- 
ble casualties on both sides. This is truly a clash of epic 
proportions. 


EARNSHAW ENTERPRISES 


CONQUEST 

Game 4: After a long and difficult struggle, Game 
#1 has ended. The Province of Eastmark, played by Ter- 
rence Miller of Lynnwood, Washington, has emerged 
triumphant, the supreme ruler of the Realm. He claimed 
his victory on October 13, 1989, after ten months of play. 
Congratulations, Terrence! 

Game #2: This game was another “rags to riches" 
story. Helos, played by Tim Churcher of Vestal, New 
York, rose from the depths of a short string of poor 
harvests to win this unusually short game! It ended on 
September 21, 1989, after five and one half months of 
play. Congratulations, Tim! 

Game #3: The action has really picked up in this game! 
Aldrich has continued to lose ground and now controls 
only 11 cities, while Montero and Sylvan are in very 
strong positions right now, with 12 and 18 cities, respec- 
tively. Banta holds six cities but has not been very suc- 
cessful in its attempts at expansion. Dracos is on the verge 
of extinction (one city), and Helos is not far behind (two 
cities). Zarland, after a strong comeback (building from 
one city to four), has just lost the cities he had so 


SPACE 104 | 


15 players, 15 turns, unlimited action! 
Four empire types, each with its own 
unique special ability, maneuver their 
Individually designed ships in a 25 x 25 
sector star cluster to earn as many 
Victory Points as possible by scouting, 
claiming, and controlling star systems, 
and by destroying other players’ ships. 
Rules $3.50, turns $3.50, free set-up. 


NEW ORDER 


Our advanced game. NEW ORDER is 
loaded with features, but why not--it 
took over four years to design and 
develop! 3-D, 9,000 sector playing 
area with 200 star systems and over 
700 planets, 30 players, four society 
types, research, colonization, trading, 
exploration, and much much more 
make NEW ORDER a highly realistic 
and playable game. Rules $5.00, turns 
$4.50 (30-35 turns), set-up $3.00. 


Both our games are fully computer 
moderated, and feature convenient 
fill-in-the-blank turn sheets, clear turn 
results, plain-english error notes, and 
complete reports on ALL of your forces 
each turn. Turns processed twice 
monthly. For free info write to: 


C? SIMULATIONS 


16081 Sherlock Lane, Dept. PM 
Huntington Beach, CA 92649 


painstakingly retaken, a victim of Montero's aggressions. 
Although Sylvan is currently the dominant player, 
Montero has had great success recently, so the two fledgl- 
ing empires will probably begin rubbing shoulders soon! 
And it would be foolish to count Aldrich out yet.... 
Game #4: In the early stages of this game, there was 
a significant amount of diplomacy. Now that the battle 
lines have been drawn, communications have slowed 
down, and the slugfests begun! Montero has had great 
success in his offensive efforts, using concentrations of 
Heavy Cavalry to sweep away the defenders and now con- 
trols 17 cities. He is followed closely by Helos, an ag- 
gressive player with 14 cities. Eastmark and Nigel have 
been wiped off the map, Banta, Dracos, Illeum, and 
Sylvan are hanging on with one city each, and Zarland 
holds four cities, one less than he started with. In the 
meantime, Aldrich has managed to annex several of his 
neighbors’ cities, giving him a total of 11. If the three 
dominant players start attacking each other, a player with 
fewer cities could concentrate on defense, slowly building 
up the treasuries for a major strike. This tactic has worked 
for players in other games; will it work in this one? 
Game #5: This game is over half full and should begin 
around the first of the year. 
OUTER REACHES 
Game #1: The players have begun the slow expansion 
of their empires, building ships to transport their col- 
onists to nearby star systems, hoping to find rich worlds 
to colonize. A Saurian player, penalized for owning too 
many transport ships, has actually dropped to -2 points! 
The other players are doing better, adopting strategies 
to maximize their points while building their empires. 
As the players colonize nearby planets and build a strong 
industrial base, their attention will turn to neighboring 
quadrants, increasing the likelihood of combat. With each 
ofthe five races represented, this should be a very in- 
teresting contest! 


GRAAF SIMULATIONS 


Feudal Lords finished game results: Winning King and 
vassals 

FL 185: Mark Burton. Vassals Adam Rausch, Chris 
Bello, T.A. Hessian. 

FL 187: Mark Jakabcsin. Vassals John Mangels, 
Charles Klein 

FL 192: Barry Bailey, Vassals Andrew Campbell, 
Mike Fred, Peter Henningsen. 

FL 196: Linda Fred. Vassals Jeff Goffinett, Bill 
Gawlik, Lisa Beaty, Steven Conyne, Tom Brady. 

FL 197: Richard White. Vassals Rob Cunningham, 
Mike Akins, Jim Robinson, Dennis Daughetee, Mark 
Hesskamp. 

FL 199: John Livingston. Vassals Paul Curley, Mark 
Mitsmenn. 

FL 202: John Leen. Vassals Darrell Simon, Mike 
Puffenberger. 

FL 203: James Andrews. 

FL 204: Mark Valentine. Vassals Mitchell Craig, Den- 
nis Harbison, Robert Foley. 

FL 205: Jim Lewsadder. Vassal Frank Hunter. 

Continental Rails Finished Game Results: 

(winning tycoons with the number of victory categories 
won) 

CR 6: Bill Paxton (4), Danny Lee Cole (1) 

CR 7: Paul Sonnecken (3), Bill Paxton (2) 

CR 8: John Thompson (2), Bill Paxton (2), Bob Bost 
(1) 

CR 9: Paul Sonnecken (2), Ray Ulman (1), Dick 
Derham (1), Lee McGuire (1) 


CR 11: Bob Bost (3), Jack Dawson (1), Danny Lee 
Cole (1) 


CR 12: Alexander Sheldon (2), Eliot Friedman (2), 
Howie Dawson (1) 

CR 13: Danny Lee Cole (4), Bob Bost (1) 

CR 14: Terry Newton (4), David Stoy (1) 

CR 15: Jim Dougan (2), Bill Paxton (2), Dick Derham 
(D 

CR 16: Ken Bachman (3), Roger Lacroix (1), Steve 
Simmons (1) 

CR 17: Robert Selinger (4), Harry Drews (1) 

CR 18: Bruce Shelley (3), Gerald Austin (2) 

CR 19: Bill Rakowski (4), David Ballard (1) 

CR 20: Jerry White (3), Brent White (2) 

CR 21: Bill Rakowski (2), John Boyd (1), Jim Rousselle 
(1), Brent White (1) 

Spiral Arm #17 Winning Players: 

1. R.V. Markham 

2. Drew Carson 

3. Phil Freeman 

4. Stavros Mendros 

5. Dave Bollinger 


INTERGALACTIC GAMES 


GALAXY: ALPHA 
GALACTIC WAR REPORT 
The Mega Empires have declared war upon the Galax- 
ies Elder Empires! In a massive series of attacks the 95 
Empires of the Star League attacked the Home Worlds, 
Sector Bases, and Star Bases of the Realm of Darkness 
(Xythron), and the Empire of Ice (Kar-Nak). At the same 
time the 50 Empires of the Dark Lords Alliance, laun- 
ched massive assaults against the Empires of the Eternal 
Flame of Truth (Brak-Tue), as well as the Interstellar 
Federation (Keysx). Not to be out done, the 60 cyber Em- 
pires of the Death Globe Alliance lead by the Cylon War 
Machine #47, and the Master Control Program #49 at- 
tacked the Zhologon Imperium (Zholgons). A number 
of Elder Star Bases, and other locations have already been 
over run in the first stages of this War, as the full might 
of the Mega Empires (normally used against the other 
Mega Empires) is turned against the Elders. Even the 
vast technological advantage of the Elders has so far pro- 
ven unable to stop the rampage of the Mega Empires, 
as they attempt to wip the current Elders from the face 
of the Galaxy. Elder forces are in full retreat across the 
entire Galactic plane, completely out numbered by the 
massed StarFleets and Ground Force Legions of the 
Mega Empires. The Imperators of the Mega Empires 
have watched the internal confusion and lack of direction 
of the Elders Imperators for a number of years now, and 
have finally decided that they must be dealt with. Rumors 
report that it was a series of grave tactical mistakes made 
by the Imperator of the Empire of the Eternal Flame of 
Truth (Brak-Tue) in dealing with the attacks of the Dark 
Imperium #31 over the last few years, that set the stage 
for the current general war. The trigger was apparent- 
ly the loss of yet another important Brak Tue star system 
to the Aslan (Dark Imperium). What the out come of the 
current series of battles will be is not clear at this time. 
Unless the Elders Imperators can buy time by retreating 
into the vastness of the uncharted sectors of the Galaxy, 
and there regain the greatness that was theirs during the 
titanic battles of the Last War, they may all fall into the 
final darkness that has taken so many other races, through 
out the long and bloody history of Galaxy: Alpha. 


PAPER TIGER 
THE LAND OF KARRUS 


The wanderers on Karrus continue their odyssey in 
search of the Treasures of the Old Ones. Exploration of 
the Jol area is rapidly approaching completion. An im- 
portant discovery regarding the ancient map of Karrus 
has been made by Recan of the Hegi Militia. Economic 
development is important to all. Many have journeyed 
to the trading post at Jol to buy items from the Pren. 

The ruins of the Old Ones civilization remain hidden 
from early explorers on Karrus. It is time to life the veil 
a little, and disclose some important facts about one of 
those places. The mysterious Old Ones cemetery of Oba 
lies nestled between two branches of the Oba River, north 
of Rota Lake. If a crystal bird were to fly from Jol to Oba 
and from Oba to Rota, it would describe a giant arc in 
the sky leading southeast, then southwest, missing the 
Wesleyana Mountains but grazing the Central Plains. 
Oba is near wetlands and arid desert, bordering the forest 
that bears its name. Who will be the first to discover it, 
and unlock its secret? Who will be the first to bear away 

the trophy guarded by the Dead? 

Contrary to their gloomy name, the Doom Seakers 
are the happiest group in the land. Their weekly, orgiastic 
carnivals, featuring large quantities of crystals, herbs 
and other delights, have made Flying Wolf's Karrutians 
permanently joyful. Alror's Prub Clan have also made 
good use of this method to raise morale. 

Nom N. Clature, the leader of the Punjabs of Ontar, 
ordered his faithful Karrutians to attack an anonymous 
Utrain group. There were plenty of casualties on both 
sides, but the Punjabs emerged victorious. What 
vengeance, if any, will the Punjabs of Ontar be satisfied? 
Will this be the end of peace in the land? 

The Utrian Tribe Mephistopheles has found a new 
alliance, Evil Unchained. Their stated goal is domination 
of Karrus. Apparently, they plan to terrorize whoever 
they contact. Several groups were treated to the horrible 
spectable of Asmodeus's skeleton messengers riding 
through their camps, leaving a bloody trail in their wake. 
What does this portend? Will a force equal to Evil Un- 
chained rise to prevent them in their diabolical plan to 
rule Karrus? Or will they succeed in controlling the 
beloved planet where the Old Ones once lived and ruled? 


SCHUBEL & SONS, INC. 


War 1940 - Game 9 - The Axis are fighting vicious- 
ly and have captured many cities. The Japanese have cap- 
tured San Francisco and are attacking Canada. 

Vietnam - Game 4 - The Communist North has 
declared victory over the South and its allies! Ci ongratula- 
tions to the winners - Tim Carlson, Walter Mousley Jr., 
Mike Worthington and Marcus Landrum, —— 

Siege America - Game 5 - The Communists continue 
to deal out defeat after defeat to the weakened American 
forces. 

Global Supremacy - Game 30 - Greece started a wat 
with Chad and his allies that he may not be able to finish. 
Greece has retreated from a number of countries that 
were weakly held. Chad remains the Aggressor 

Global Supremacy - Game 31 - The Rhine Alliance 
has attacked Czechoslavakia, one of their former a 
The Czechs were accused of spying for the DEA. C 
has attacked Oman in Kuwait, Oman and 
has attacked Hainandao and Algeri 
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PLAY-BY-MAIL (P.B.M.) PLEASURE FACTORS 


How often have you wasted big bucks on a game 
only to find out later that it really didn’t suit you? 
Even though other players and friends loved it? 
Maybe a good game and player classification 
scheme can do something about that. It may even 
help you ask game designers to give you what you 
want. 

The purpose of this document, and P.B.M. 
STRUCTURE FACTORS, and P.B.M. 
MODERATION FACTORS, in their current form, 
is to enlist your attention and help in the DESIGN 
of such Play-by-Mail (PBM) game and player 
classifications. 

The goal is to create methods by which game 
moderators, and players experienced in a game, 
can communicate to others the kinds and degrees 
of the pleasures of the game, the important struc- 
tural characteristics of the game, and the nature 
of the company/moderator of the game. The 
resulting methods would be available to everyone 
in the industry for free use as “shareware”. 

A number of players and moderators have helped 
to develop the cuurent form of this, the Pleasure 
Factors Survey, but almost everyone has had a dif- 
ferent version of the form! We still need the help 
and concensus of the avid game players/readers 
of Paper Mayhem to evaluate the form, the factors, 
and your desire to help the industry improve and 
expand. So, please help! 

To help you focus on the design problems and 
successes, please rate the games you've played or 
created, and yourself, on the attached version of 
the Pleasure Factors Survey Form. Composite 
ratings for several games are shown. Do you agree 
with them? Please give these factors as much at- 
tention and critical thought as you can spare and 
send your ratings ASAC to: The TN TEN, Box 

40311, Nashville, TN 37204-0311. A buck for our 
postage, etc, would be nice, but forget the dollar, 


not your answers! You will, of course, get to see 
the results. 

G. GAME PLEASURE (GP): This is an over-all 
rating of the pleasure you find in the game. 

1, SOLVING STAR (SS): The joy of fin- 
ding/creating a real solution to a difficult problem, 
like a chess player’s mating combination, or a 
mathematician’s unsung solution of a troublesome 
equation. 

2. POSTAL PALS (PP): The joy of friendly in- 
teraction, fun, and games with your game 
moderators and the other players. 

3. HAM STAR (HS): The joy of receiving ap- 
preciation or applause for your hamming up or 
creative embellishment of your role or position. 

4. TRICKY SLICKY (TS): The joy of fool- 
ing/trapping players in your games, but without 
Master Meany or Judas Gloat feelings. 

5, ALLIGATOR BOOGIE (AB): The agonizing 
joy of continual, intense, tough, and hopefully 
more-or-less successful decision making, where 
any option could work out badly or disastrously; 
“up to your neck in alligators”. 

6.RIGHTEOUS REAPER (RR): The joy of 
creaming Judas Gloats amd Master Meanies. They 
deserve it! 

7. TEENSY MEANY (TM): The playful joy of 
a child pretending to be someone or something 
ferocious, mean, and maybe evil; otherwise just 
like Daddy Be. 

8. MASTER MEANY (MM): The joy of 
dominating your opponent and crushing his/her 
ego; like Bobby Fischer at the chessboard, or pit 
bulls chomping kittens. 

9. FANDY ANDY (FA): The joy of delight in 
arichly detailed milieu or era, like “Trekkies” and 
“Whovians”, kids with the world of G.I. Joe or 
Barbie, sports fans with their teams, or players in 
a great dungeon or historical game. 


10. PUPPY ROMP (PR): The joy ofa romp with 
a puppy, child, or kitten; no intellectual involve- 
ment required. **Child-like”, not “infantile”, 

11. DADDY BE (DB): The joy of a child preten- 
ding to be Mom or Dad or Captain Kirk, someone 
or something loved or admired; an innocent but 
partly intellectual, but not analytical process. 

12.DANDY DADDY (DD): The joy of helping 
out players who are in trouble or do not unders- 
tand the game as yet, and of being appreciated for 
the nice and helpful guy or gal you are. 

13. DATA MASTER (DM): The joy of Mastering 
a near-overwhelming quantity of 
detailed rules and/or game action detail; we're talk- 
ing about work here. 

14. PATTERN MASTER (PM): The joy of fin- 
ding insight into patterns in apparent noise and 
chaos, like finding order in some complex StarWeb 
maps. 

I5. SIRIUS WIN (SW): The joy of doing well 
or winning, and being top dog, or proving your 
competence and soundness to yourself. Sirius is 
the DOG STAR. 

16. JUDAS GLOAT (JG): The joy of doing in 
someone who has counted on you and your 


friendship. 
The Play-By-Mail 
Association 


The PBMA Is a trade organization 


for the play-by-mall gaming Industry. 
If you would like FREE information 


about play--by-mall gaming, write to: 


PBMA 
_ PO Box 431870 
Miami, FL 33143-1870 


| WHAT IS TAKAMO II? 


It's a game of exploration and high adventure. 

It's exciting. It's fast paced. 

It's galactic civilizations clashing for survival. 

It's a computer moderated, strategic level simulation of empires in 


a struggle for survival among the stars. 
It's pitting your skills against others to become conqueror of the 


] galaxy. 


It's the combined abilities of ICBs, miners, farmers, pirates and 


smugglers. 


It's a closed-ended version of TAKAMO in which winners receive 


free game credit. 
TAKAMO II... it's more than a game. 
Setup fee is $10.00 and includes two ten-action turns and the rule- 
book. Tum cost is $2.50. Extra actions are 25 cents each. Rulebook, 


when purchased separately, is $5.00 
For more information, write to: 


ADVENT GAMES + P.O. Box 81674 + 


Lincoln, NE 68501 


RATINGS SURVEY OF PLEASURE FACTORS IN PLAY-BY-MAIL GAMES 


INSTRUCTIONS: Enter the game and company names in column head; 
another. Rate each game B ze 
on the Pleasure Factors 
0 (none) to 9 (full) 
AVAILABILITY Scale. Rate 
yourself, O-LO! to 9-HI!: 
how much do you like the 
factor to be in a game? 
Then, rate the over-all 
GAME PLEASURE that you’ ve 
found in each game: row 
G; use l=yuck to 9-great! 
]on't avoid a P.B.M. game 
because of an example; 
just use DARK or colored 
pens to write in your own 
"correct" game ratings! 
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SOLVING STAR 
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POSTAL PALS 


HAM STAR 


TRICKY SLICKY 


| ALLIGATOR BOOGIE || 8| 9 


RIGHTEOUS REAPER 


TEENSY MEANY 


MASTER MEANY 


FANDY ANDY 


DADDY BE 


DANDY DADDY 


DATA MASTER 


PATTERN MASTER 


SIRIUS WIN 


JUDAS GLOAT 


Please fill-in and return to: 


inei Oren C. Webster Nashville TN 31204-0311. - 
Your insights or other commente will be very wele bois. 0311. 


THANKS 


ás 


“Oh boy! My turn has arrived! Now let's see if 
my attack worked.” You rip open the envelope, 


pour over the contents, then..... 
ARGHHHHHH"” (This sounds comes from New 
York City.) 


Somewhere in the Midwest we hear the same 
sound, but with an accent. In fact this same sound, 
in many languages, can be heard all over the 
PBMer's world. 

The phone rings, it's your ally. 

“What do you mean your fleet was wiped out 
and my fleet has been surrounded?” A sob can be 
heard in Ohio. 

"My army! My beautiful army!! It’s taken me 
six months to build it! All destroyed!” A question 
of puzzlement cries out in Chicago...*My ship is 
stuck where?!” 

In Florida we hear....*‘My wizard's spell 
backfired. Now he's a crispy crunchy!” 

In California.... 

“Hey look at this! This player has sent in a letter 
that has nine pages of questions! All he had to do 
was look up section 3 on page 2.” 

Can you guess what has happened here? I can, 
you see, the first sound that you heard (you know 
that sounded like ARGHHHHHH!) was me. That's 
because I, like many others, just breezed through 
the rules. 

I can hear it now...I read every page. How can 
you say that?” 

In Michigan someone yells “Lies, all lies!!!” 

“I for one, re-read my rule book everytime I play. 
And I play 16 games,’ cries someone in Montana. 

Look, I'm playtesting and reviewing several 
games at once. Each one different, each one with 

a different size rule book. And I still say.. 

All of us, yes all, have at one time or another 
made the ULITMATE SIN...NOT READING 
THE RULE BOOK! 

I know the excuse: 


Games People Play 
By Mark Macagnone 


1. I'm too busy-work, fixing the house, walk- 
ing the dog, ete. 

2. I couldn't understand them all. 

3. I'll learn as I go. 

4. The kids wouldn't leave me alone for one 
minute. 

5. My wife threatened me with...well you 
know... No fun...of I didn't put it down. 

I could go on and on, but I think you get the idea. 
Don't you agree? Yes? Good! Now that we've gotten 
that out of the way let's get down to business. 

I personally have read rule books for at least 27 
separate games. Some were one or two pages long 
and others were 80-90 page novels! Remember 
this, because I'm reviewing it, I (like you) must 
read every word. If you don't, you may never know 
what you've missed when you stumbled through 
the rules for the first time! An example...In the 
game “KINGS”, I discovered (after mailing my 
turn in) that you can't build a Military Training 
Camp out in the middle of nowhere - you must 
build it ina city or fort! 

So, because I didn't read the rules thoroughly, 

I wasted a “unit order" for nothing. Another ex- 
ample...You've come up with the most fantastic 
strategy ever conceived. Working on it with your 
allies for weeks, preparing your forces, moving 
them into position, then striking! You mail in your 
turn and wait. Suddenly someone discovers on 
page 16, subparagraph C, section 1 of the attack 
and defense rules section...It's illegal!!! You and 
your allies may lose most if not all of your forces. 
(And you will because your opponent did read the 
rules and has submitted the correct orders.) 

I have learned that no matter how boring or 
repetitious these books of wisdom are, you have 
to read them at least 3 time! That's right folks, 3 
TIMES! (Someone in El Paso just moaned!) I 
found in “The Final Campaign’, which is 80 pages 
long, 16 new pieces of information that will help 


me in my fight for survival. In CTF 2186, 7 pieces. 
The Andormedia Cluster 10 pieces, Destiny 5 
pieces, Kings 6 pieces, Get the idea??? 

Normally I breeze through first (just to get the 
set-up in). Then I re-read it when my first turn ar- 
tives. This is due to the fact of the time delay 
(usually 2 weeks or more). 

Also, if you're like me, you're playing more than 
one game. Next, I xerox my turn sheet, mail in the 
original and pray to the GAME GODS that I didn't 
mess anything up. With the xeroxed copy I re-read 
the rules again-guess what? I find something else! 
By the3rd turn I should have a good feel for the 
game. If I find an easier way of doing something, 
I write to the GM and ask him/her if I can do it this 
way before I submit the order. This saves time in 
recouping mistakes as well as possibly giving the 
GM some ideas that can simplify the game. 

I found that when you ask questions on 
something you don't understand in the rules, you 
can save yourself a lot of hair pulling! (I wonder 
if that's why I'm almost bald?!) 

Here's some basic ideas to go by that I use: 

]. Read - go through the rules at least 2 times. 

2. Read again - when your first 3-5 turns come 
in 

3. Question - always - if you don't understand 
something write or call the GM. 

4. Compare notes - if you make friends in the 
game, compare your understanding of the 
rules. 

5. Read the rules one more time - just in case. 


AII games listed are the sole property of the 
following companies... 
The Final Campaign-Destiny-Blue Panther 
Enterprises 
Kings - Dragon Games 
CTF 2187 - Advanced Gaming Enterprises 
Andromedia Cluster - Micro Software Design 


THE FINAL CAMPAIGN 


Remember tha old wargames you used to spend hours, days, weeks, months planning and 


playing? Ive finally found a PBM that has the same feeling to it! 
Mark Macagnone, PM 239 


CAMPAIGN is a 
categories 
army! TFC 


THE FINAL 
Choose from 15 
designing your 


fast 
and 7 
is played on a 


game of 
races (each 
HEX map 


furious 
unique 


and 
with 
with 


planetside 
its 
graphic 


4&1/2STARS!! 


races. 
when 
The 


between alien 
special ability) 
turn printouts. 


combat 
own 


computerized referee lets you concentrate on the WAR in the wargame from the FIRST TURN! 


A complete startup is $15 


and 


includes the quality rulebook, 


setup and 3 


free turns. Rules 


are $7 (credited towards startup) Ask about the user-friendly IBM Army Construction Disk. 


Are you ready for command? 


BPE PO BOX 080003, Staten Island, New York 10308-0009 


PBM BULLETIN BOARD 


The PBM BULLETIN BOARD is your opportunity to 
place player notices, rumors, advertisements, etc. Rates 
are 5* per word with a 20-word minimum. Your return 
address and game name that your notice is concerned 


with are free. Companies that wish to use the PBM 
BULLETIN BOARD for advertising will be charged 5* 
per word fee and $30.00 for their return address. 


DIPLOMACY players - play by mail with the 
‘zine PROTOCOL or by computer and modem 
with its electronic counterpart, ELECTRONIC 
PROTOCOL. 

Eric Klien 
1 Sinai Circle BIO 
Chelmsford, MA 01824 
(508) 663-5480 Work 
(508) 250-0820 Home 


ORION NEBULA 

The Draconian Empire is now recruiting respon- 
sible starcaptains interested in exploration, detense, 
hauling, diplomacy, etc. Experience in open-ended 
games preferred but not essential. Get in on the 
ground floor in THE government of THE game. 
Send SASE or call for information. Bruce Mar- 
tin, 28361 Waverly, Roseville, MI 48066; 
(313) 775-0223 


"GALACTIC PRISONERS" 
I would like to correspond with active players. 
Donald Hient 
4419 Ethel Ave. 
Studio City Ca 91604 


“Tm thinking of joining Siege America, Vietnam, 
or Company Commander but would like to talk 
to someone playing in them or who knows about 
them first. Perhaps you know of a good alliance? 
Does your side need a good player? Do the games 
stink? Talk to me: 

Phil Chenevert 

15342 Country Road 
Greenwell Springs, LA 70739 
(504) 261-7748 


Professional Illustrator will do art of the character 
you play withinn your game, or art of any subject 
you choose. 


RATES: $25-8'%"x 11” pen & ink drawing 
$10 - 5" x 7" pen & ink drawing 
$50 - 8^ "x 11” color art 
payment on acceptance. 
send orders to: David L. Transue 
89 Oak Street Apt. 4, 3rd Floor 
Binghamton, New York 13905 


PLAYTESTERS WANTED 
Looking for playtesters for simulations set in An- 
cient Greece and during World War II. Our games 
are all close ended with no hidden fees and only 
one is not 10076 computerized. You can receive 
rule summaries for all four games by sending $1.00 
in mint US stamps to: 
Huscarl Hobbies 
296 Jones Hollow Road 
Marlborough, CT 06447 


If You Play “‘It’s-A-Crime”, then You should join 
the CRIMEWAVE 2000 Information Network, and 
See What You're Missing. The Network is Free 
to Anyone who will Trade Information about Iac, 
and who will also Pay Their Own Return Postage. 
CW2K will Unlock the Secrets of The Game for 
You, and Optimize Every Order for Maximum Ef- 
ficiency and Success. We have Master Maps. 
Master Gang Lists, and We'll Answer Any Ques- 
tions You Send to us because: We are also Writing 
and Editing The New Crime Newsletter for ABM, 
and CN#4 should be out in September, and it is 
More “Player Friendly" Than Ever. Another 
Super Project We have is The Crime Handbook, 
which Will Give All The Players All the Known 


Info at Their Fingertips, Where The Players Need 
It. For More INFORMATION. and to Join 


Crimewave 2000, Please Send a S.A.S.E. to one 
of The Partners in Crime. 
Cw2k President - Michael A. Quigley 
4511 Sangamore Rd., #103 
Bethesda, MD 20816-2535 
CW2K Global V.P. - James R. Davison 
4018 Camargo Rd. 
Mt. Sterling. KY 40353-8818 


PBMA 


The Play-By-Mail 
Association 


The PBMA Is a trade organization 


for the play-by-mall gaming Industry. 
If you would like FREE Information 
about play--by-mall gaming, write to: 


PBMA 
PO Box 431870 
Miami, FL 33143-1870 


Lam interested in forming a group of Christian 
Game Playing enthusiasts. It would apply to the 
players of all types of games, such as: Role-Playing, 
Play-By-Mail, War and Board Games. If you are 
interested, contact me: Matthew T. Drinnon, 211 
E. Bird Apt. C. Nampa, ID 83686. 


GAMA 


The Game Manufacturer's 
Association 

The trade organization for game 
companies as well as distributors 
and retailers of fine Adventure 
Gaming Products. Also sponsors 
of Origins. 

If you'd like more information 
write to GAMA at: 3304 Crater 


Lane, Plano TX 75023 or call 
(214) 242-1516. 


ADVERTISERS INDEX 


Advent Games.............44 
Adventure Simulation ......16 
Andon Games ..............7 
Battle-Magic Gaming .......14 
Blue Panther Ent ..........46 
C2 Simulations ............42 
Cyborg Games ............10 
Earnshaw Enterprises ......20 
Eckert Gaming Group......13 
Fantastic Simulations .....IFC 
Flying Buffalo Inc .........33 
Game Designer's WorkshopIBC 
Game Systems Inc .........17 
Graaf Simulations...........4 
Grandel Inc ...............24 


Grenade Games ...........15 


KRS Fantasy World........12 
LAMA. odede e a 


Mail Games Inc ...... 25 
Midnight Games . ...B€ 
Paper Mayhem ............35 
Paper Tigers ........ eec 
Pegasus Productions......... 


3 
Reality Simulations. ........21 
Rude NewWt. ooo 
Simcoarum Systems ........42 
South Bay Games .......... 28 
Twin Engine Gaming .......31 
Vigard Simulations....... 2 
Yellowseed Games ..... 3 
Zorph Enterprises .. 29 


WINTER FANTASY 


Winter Fantasy, sponsored by the RPGA Net- 
work will be held January Sth-7th at the Ramada 
Inn Airport Convention Center in Milwaukee, WI. 

If you have any questions, please contact the 
RPGA Network at 414-248-3625, ext. 552. Ask 
for Jean Rabe or Skip Williams 


RPGA Network 
P.O. Box 515 
Lake Geneva, WI, 53147 


ORCCON 90: February 16th-19th, 1990 at the 
Los Angelos Airport Hilton Hotel. 

GAMEX °90: May 25th-28th, 1990 at the Los 
Angeles Airport Hyatt Hotel. 


GATEWAY '90: August 3Ist-September 3rd, 
1990 at the Los Angeles Airport Hilton Hotel. 


ORCCON M: February I5th-I8th, 1991 at the 
Los Angeles Airport Hilton Hotel. 

“All types of family, strategy and adventure 
board, role-playing, miniature and computer 
gaming. Wargames and Fantasy Role-Playing a 
speciality. Bargains at the Flea Market, Auctions 
and Exhibitor area. Also seminars, demonstra- 
tions and special guests. Contact STRATEGI- 
CON, 5374 Village Road, Long Beach, CA 


June 28-Jul.1, 1990, ORIGINS/DRAGON-CON 
"90. Atlanta Hilton and Towers, Atlanta, GA. GoH: 
Tom Clancy, Doug Niles, Registration: TBA. 
Write: Origins '90, P.O. Box 47698, Atlanta, GA 
30362. 


Conventions 


GENGHIS CON XI returns to the Ramada Hotel, 
Westminster, Colorado on February 16 - 18, 1990. 
Staged by the Denver Gamers Association. Gam- 
ing of all sorts--boardgames, role-playing, com- 
puter games, miniatures. Other activities include 
several games and games-related auctions and 
figure-painting competition. Events include Vic- 
tory in the Pacific, Civilization, Kingmaker, Ad- 
vanced Squad Leader, Battletech, Johnny Reb, 
Napoleonics, Combined Arms, Empire, Paranoia, 
AD&D, official RPGA role-playing tournaments, 
and the nationally known Puffing Billy Tourna- 
ment, a competition comprised of railroad games. 
Registration: $15 for the weekend until January 
31, 1990, $20 thereafter. For more information con- 
tact the Denver Gamers Association, PO Box 
11369, Denver, CO, 80211. Or phone (303) 
433-3849. 


DunDraCon XIV - February 16 - 19, 1990 
DunDraCon XIV will be at the Oakland Airport 
Hyatt, 455 Hegenberger Road, Oakland, CA. 
94621. Mention our name to get the special $69 
room rate, single through quad. We're mostly role- 
playing with over 120 con-sponsored games in a 
variety of fantasy, modern, and science fiction 
systems, plus seminars, board games, miniatures, 
a huge dealers room, a flea market, a figure pain- 
ting contest, SCA demonstrations and armor 
displays, and lots of open gaming space. Con 
registration is $25 to February 1; $30 at the door 
for the full weekend, or $15 at the door for one day. 
Write to: DunDraCon, 386 Alcatraz Avenue, 
Oakland, CA 94618. 


WARCON '90 Texas' Oldest Wargaming Conven- 
tion February 2 - 4, 1990. Activities include: Role- 
Playing Tournaments AD&D, Champions; Board 
Game Tournaments ASL , Star Fleet Battles, Axis 
& Allies, Car Wars. Miniatures Naval, WWII, 
Modern. 24 hour Open Gaming; Dealers' Room; 
Video Room; One Shots and much more! Tickets 
are $8.00 before January 15, 1990 and $11.00 at the 
door. For more information Call: (409) 845-1515 
or write MSC NOVA PO. Box J-1 College Station, 
Texas 77844-9081 

Apr. 7-8. DEF-CON II, “The Year After". Por- 
tage Howard Johnson, 6161 Melton Rd., Portage. 
IN. Registration: $13. Write: Dave Machin, 719 
Juniper, Valparaiso, IN 46368. Call: Frank 
Cabanes 219-763-4491. 


Mar. 2-4. BASHCON ’90. Toledo, OH, GoH: 
Steve Winter and Eric Wujick. Write: UT Bash 
c/o BashCon, 2801 W. Bancroft St., Toledo, OH 
43608. Call 419-537-4654. 


Mar. 23-25. NEOVENTION 9. Gardner Stu- 
dent Center, University of Akron. Write: Univer- 
sity Gaming Society, Gardner Student Center, Of- 
fice #6, U. of Akron, Akron, OH 44325. 


The Play-By-Mall Assoclatlon 

Tho PBMA Is a trado organization 

for tho play-by-mail gaming industry. 

If you would Ilke FREE Information 

about play--by-mail gaming, writo to: 
PBMA, PO Box 431870, 
Miami, FL 33143-1870 


BACK ISSUES 


Back issues of Paper Mayhem are still available. Below are issues that are still available, listed with the reviews that they contain. For each order for back 
issues, include $1.25 for postage and handling. For 2 or more issues requested an additional .70 per extra issue is to be added after the initial $1.25. All back 


issues are first come, first serve, so give alternative choices. 


Issue #15 - Landlords, Warp Force Empires, and Paths to Glory (Part III) 
Issue #21 - Company Commander, Heroic Fantasy, Out Time Days 


Issue #22 - Ad Astra, Duelmasters, Pacific Conflict 


Issue / 24 - TAG Rules, State of War, It's a Crime, Alamaze 
Issue #25 - Duelmaster Rules, Fleet Manuevers, Crack of Doom, Epic ... 
Issue #26 - WW Battleplan rules & map, Supernova II, New Order 


Issue /27 - Midgard, Galactic Prisoners, Feudal Lords, World War 
Issue #28 - Mall Maniacs Rules, Stat-sports & On-Paper Baseball, Fleet Maneuvers.....-....++.++++- 
Issue #29 - Domination, Quadrant Wars, Arena Combat, Survival Chal ........-- 0.020020 see nme ee en $4.50 
Issue #30 - Banana Republic Rules, SABRE, Domination, TOC ...... iiis hene $4.50 
Issue #31 - Civil War, CTF 2187, It's A Crime!, Hyborian War........eeeeee ht hh IH] HH He He hh $4.50 
Issue #32 - 2nd ed. Journal, Continental Rails, It's a Crime! ........eeeeeeee III IH I 8 He nh e hen $4.50 
Issue #33 - Swords of the Gods, Xenophobe, GenCon/Origins Pictoral.........seeee mene $4.50 
Issue #34 - Final Frontier rules, WW Battleplan, PBM Baseball ...........--+02 eee sse $4.50 
Issue 436 - New Dawn, Venom, The Weapon .......seeee nh ehh hmmm e e e emt rre $4.50 
Issue #37 - Galactic Prisoners, Domination, CTF 2187, Fleet Maneuvers, Conquest........ese nn nnne $4.50 
Issue #38 - Supernova II, Into Infinity, Space 101, Ed Grandel Interview. ...... eese nee $4.50 
no IEEE $4.50 


Issue #39 - Supremacy rules, The Next Empire, Space Combat, Orion Nebula, Supernova II 


BACK ISSUES SPECIAL! For $12.00 (includes postage and handling), we will give you 3 back issues of your choice. Just choose the issues that you want 


along with alternative choices in case one is sold out. 
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MegaTraveller co 
$ a new map: of the 
_MegaTraveller,. Marc W. 
ISBN g- 943580- am 85 


-. PLAYERS” MANU 


"Intended as a reference bos: 
every participant, itincludes tz 
“character gen, skills, and mor: - 

Available Ca for $1 


ISBN 0-943580-38-2 $10.00 - 
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“This book covers the essentials 
of universe creation and manipula- 
tion, including task resolution. 

Available separately for IM 
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ISBN 0-943580-47-1 $10.00. 


Since 1973 
5 * 


PO Box 1646, Bloomington, IL orn? 10" 
(309) 452-3632 
i EN 


IMPERIAL ENCYCLOPEDIA 


Supporting background materiai 
for the Imperium and the ongoing 
war is given in this volume. 

Available separately for $10. 
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ISBN 0-943580-43X SHAM 


EPIC: The RINGS Game 


i es in the world today. It is DEING RUN ON 
. A ame is ONE of the Most popular PBM Games I 1 ? Bic 
De ES E FOUR different franchises. The KINGS Game is a medeival, empire builoiNG, POWER 
Game, set against a fantasy backGROUND. y 
AME TYPE i CESSING. in 
G OpeN ENDED, serial pro 3 Tod P ee : 
MPL race to begin play increasing to hish, in abva ] t rs 
nates pes the basic turnsheet, with options FOR ‘specialty turnsheets which Make the 
came cost efficient and vaniable, DEPENDING UPON the chaNGING NEEDS OF the position. 
TURN RESULTS Set up printouts are a MINIMUM Of 3 pages, INCREASING to as Many as 10 pages 
as play advances. = ' 
SCARCUP COSC ped Rules book, setup results (which includes AN area Map), ONE ISSUE Of 
our Newsletter, AND aN Example TurNsheet, AND 58 iN GAME credit. 


SPECIAL FEATURES 


Position Types A 
This choice determines the overall position type, as well,as the MalN leader oF the position. 


WARLORD The great leader of knights, ANd King by the strength or his sword! 
NECROMANCER The evil user of dark Magic AND SUMMONER Of the dead. He nules by fear 
WIZARD The wieloen of Ancane Magics and Great powers. The mystic leader Of his 
KINGDOM! 
ARCH PRIEST The figurehead or his neligioN AND by the Grace o is Dicty, RUIER by divine will! 
MERCHANT PRINCE The Master of trade and deception. The Mestna 1083 UPON his HENCHMEN 
to maintain his throne. 
NOMAD CLAN CHEIF The powerful ruler OF a WANDERING 12%: "3€ geared Nomadic Cavalry. 


SECONDARY Leaders 
A player has a choice of two of the following Secondary i. hese are in addition to the 
main leader Up to 17 Mone leaders May be trained DURING “ 


CAPTAIN The standard military leader 
HERO A Great aNd SÍRONG leader Of MG: 

SPECTRE A lessen Necromancer, able io use + : 

PRIEST A devoted follower of his diety, aik _ blessings to aio his 
Lord's Kingdom. 
THIEF A Master Of shadow and trade. 
NOMAD LEADER The Nomabic Leader of a lessen tribe. 
WARLOCK Practioner of the arcane ants. 


THE RACES 

"onc: 1: HUMAN dà ELVEN 

2 DWARVEN X DAK (Binolike Human) RL MARACASEN (LiONIMaN) 
£i Complete and impartial computer Moderation. 


£i FREE battle reports, heNCHMEN Reports aNd wizard reports, 


£i HENCHMEN, which are used for theft, spying assassination and i 
C ^ , COUN 
£i Magic Items and Artifacts, each with it's own special POWERS. re. 
Ø Land aNd sea battles 
Ø ONE position per household. 


Midnight 


130 E. Main Street, Suite 305 
Medford, OREGON 97501 


